The future of electronic entertainment issues 118 wwa.adgs-calinacom 


- ) 


PLAYSTATIO 


Three Kings 
GameCube, PlayStation2, Xbox: 


Which console will 
take the crown this Christmas? 


PS2 online in Europe; Ж 
Murder on the high street 


! Splinter Cal, Toa Jam Б 


Plus: Failed software hx 
The world's unknown d 
































entere рр 


The future of electronic entertainment 


o, Happy Christmas. And with the formalities out of the way, 

S there's pressing business Edge must attend to, as you'll have 
seen from E118's regal cover. Sure, the end of December brings a 
time for celebration, love and peace to all men, but it's also a time 
for reflection, and for remembering those less fortunate. This is the i 
first Christmas that Europe has seen the three next-generation 
consoles battling for attention of the general public, and it's 
conceivable that it could be the last, Those less fortunate, in this 
case: the owners of the console that finishes in third place. 

That won't be Sony, of course. Eighteen months ago it seemed 
like it might be different and, witn Microsoft and Nintendo's Ghosts 
of Christmas Future lurking on the horizon, the PS2's Lynchian 





advertising slogan became an easy joke across the gaming 
community. Now the console is utterly dominant, a position further 
cemented by the exclusive presence of GTA: Vice City (p88). It 
would be simple to deduce that Microsoft and Nintendo urgently 
need an equivalent but, in the eyes of the public, quantity is often 
just as important as quality. А quick visit to the pre-order section of 
a major online games retailer revealed seven pages of PS2 games, 
five for Xbox, and three for GameCube. 

Circumstantial, perhaps, but it's difficult to deny that casting the 
net further for supporting software could hurt either of the two 
companies playing catch up. Global Underground (p72) highlights 
some of those developers working in places a little more exotic than 
Guildford, and Edge wonders if a broader grassroots policy could 
assist Microsoft or Nintendo in their quest for second place. 
Christmas spirit - goodwill to all men, women, consoles and all - 
means it'd be churlish for Edge to damn either machine to an early 
bargain-basement grave; there's so much left to be decided over 
the holiday season. It's an exciting time to own a games machine, 
whichever one it is, and Edge hopes that, come December 25, _ 
you get everything you deserve. 
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042  Prescreen Focus: 


Viewtiful Joe 
Capcom gives the 2D beat 'em up the cei-shaded 
treatment. And adds one or two ideas of its own 


048  Prescreen Focus: Sudeki 
Climax Solent is delivering the RPG that Microsoft 
feit Japanese developers weren't able to deliver 


056 Game of Chance 


You can make a lot of money in development. 
And promptly lose it again. These companies did 


072 Global Underground 
Join Edge оп a round-the-world visit to all of 
the globe's least known development studios 
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Mr Angry drinks to forget the teenage girl incident 
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Steven Poole gets bogged down in complexity 
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A game without feeling, is not a game worth playing 
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An otaku store opens in Akihabara. Kojima-san attends 
068 Subscribe 

Money off and free delivery - how can you resist? 
070 Back issues 

Quick, before they sell out 
106 The making of... 

Bandersnatch, the game that never was 
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Consoles countdown to Christmas 


With record software sales аво M ER але a CUORE роо in shaping 
the fortunes of the three console manufacturers. So who will take the crown? Read on... 

















ccording to trade organisation ELSPA, 

Å this Christmas is likely to witness 
record sales of videogame software in the 
UK. Already the first nine months of the year 
have seen record software sales, reaching 
an all-time high of £684m and the body is 
predicting that the upward trend will 
continue throughout the Christmas period. 
Based on previous years, in which there is 
typically a 140 per cent increase in the last 
quarter of the year, it estimates that the 
figure will have risen to £1.1bn by the end of 
the year, with a record £463m in sales over 

Perhaps as a result of this anticipated 
sales boom, consumers will benefit from an 
almost unprecedented degree of choice this 


PlayStation2 is unlikely to be challenged in 
the foreseeable future, the competition for 
second place remains up for grabs for either 
Nintendo or Microsoft, and in purely creative 
terms It's much more closely contested. In 
any case, with these sorts of record figures 
being cited, this Christmas will be of 
enormous importance to all three 
manufacturers, with each doing their utmost 
to ensure lucrative profits In the short-term, 
and a widespread user base from which to 
build their (online) strategy in the medium- to 
long-term. Over the next few pages, Edge 
takes an impartial look at the prospects of 
each platform and the future for each 
manufacturer. Whatever happens it's likely 
to be the consumer who wins. 


“While the commercial dominance of PS2 
is unlikely to be challenged, the competition 
for second place remains up for grabs" 


debate over the relative merits of васп 
platform appears (о have moved on from 
vain attempts at comparing nebulous 
technical specifications to a more concrete 
evaluation of the range of software that 
each nas to offer and the attractiveness of 
the price at which each sells. It's also clear 
that a small but perhaps significant 
proportion of shoppers will be looking 
forward to next year's promise of online 


But it's worth sparing a thought for 
those who are going to lose out this 
Christmas. With such an exceptional range 
of software being released in such a limited 
period, not every pubisher is going to be 
warmed that it won't be able to match its 
own bullish projections in the fourth quarter 
of this year. But it's unlikely to be the only 
party to discover that an unprecedented 
range of choice for the consumer is 
coincident with an unprecedented degree of 
competition among publishers. Still, that's a 
discussion that will perhaps be perused in a 
future issue of Edge. For now, it's time to 
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Sony remains the incumbent with good reason: an attractively priced console with online 


capabilities is supported by 


Merry Christmas 


More than either of its competitors, 
PlayStation2 boasts a compelling blend of 
exclusive and multiformat titles, including: 
Dynasty Tactics, Ratchet & Clank, World 
Rally Championship I! Extreme, James 
Bond 007 іп... NightFire, TimeSplitters2 and 
Tony Hawk's Pro Skater 4. 


Grand Theft Auto: Vice City 

Arguably the single most important game 
this Christmas, certainly the most 
important PlayStation2-excliusive game 


The Getaway 

Sony's own take on the crime city sim, 
The Getaway is also likely to boast 
significant mainstream appeal 


The Lord of the Rings, The Two Towers 
Another crucial exclusive given the arrival 
of the second instalment of the Tolkien 
trilogy due in cinemas this month 


Pro Evolution Soccer 2 

Having outsold the PlayStation2 
competition last year, PES2 remains the 
football connoisseur's choice 
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the widest range of software on offer 


III. 


In truth Sony UK is unlikely to have to do 
much to maintain the PlayStation2's 
unbounded position of dominance. 
Nevertheless, the company has still 
earrnarked a £10m mar«eting spend this 
CGhrstmas to promote its console with а 
flurry of print and TV advertising that. will 
probably be hard to avoid. Although its the 
mast expensive of the three consoles, 
requiring an additional outlay оп a multitap 
should you want to indulge in fourpiayer 
gaming, it's still the most compelling 
consola in the eyes of the average 
consumer, And while its competitors would 
argue that it's also the least impressive 
technically, it has the widest selection of 
exclusive software, thanks largely to its 
sizeable installed base. 

Indeed PlayStation2 already has the 
largest installed base of the big threa, 
having shipped over 40m hardware units 
worldwide, notching up almost Bm units of 
software in the UK this year with a sales 
value of £256m. As Sony Computer 
Entertainment's executive vice-president, 
Jack Tretton, recently put it, "Thirdparty 
publishers are going to bulld games for our 
platform first because that's where the 
dolas are." it remains the incumbent, and 
in the eyes of most consumers, boasts the 
most recognisable brand of the big three. 

The recent PlayStation Experience 
provided ample proof of the consoles 
commanding array of software, While titles 
such as Tony Hawk's Pro Skater 4 and 
TimeSpitters2 might be available on other 
platforms, multiformat titles won't be 


Happy New Year 


Quite apart from the steady stream of exclusive and multiformat software, 
2003 will see the introduction of European online gaming services on 
| PlayStation2 complete with an impressive roster of launch software as well 


| as the commercial launch of the Eye Тоу, 
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SOCOM: US Navy SEALs 

SOCOM's headset controls will provide stiff 
competition for Microsoft's Voice 
Communicator when it's released next year 


this Christmas 
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enough on their own for the other two 
consoles to outperform PlayStation2 - 


particularly with the likes of high-profile Sony 


exclusives such as Grand Theft Auto: Vice 
City and The Getaway. Nintendo and 
Microsoft might nave better палаца! titles, 
but neither can match the depth of quality 
offered by Sony. 

And for anyone looking forward to next 
year, its clear things are set to get ever 
better for PlayStation2 owners as SCEE 
initiates its recently revealed online gaming 
strategy in Europe (see p14), as well as the 
commercial launch of the Eye Toy 
peripheral, which might achieve a 
considerable mpact on mainstream 
consciousness. 


Verdict 

Barring a disaster, PlayStation2 will be 
the console of choice for the majority of 
gamers this Christmas. Reasonable 
pricing and a selection of software that 
appeals to almost every audience 
segment will be enough to ensure that 


PlayStation2 continues its domination of 


the market, but the platform is also the 


exclusive home of GTA: Vice City, which 


would probably be sufficient on its own. 


Software selection 





Recommended Retail Price 


PlayStation2 is the most expensive console 
available this Christmas, but then given its 
massive popularity, it can afford to be. On its 
own, the console is available for £167, but 
as Edge went to press some of the bundles 
available on the high streat included: 


PS2 + FIFA Football 2003 + Wipeout Fusion 
+ thirdparty controller £218 


GAME 
PS2 £170 - first game at £20 « three games 
at £25 each 


G stati 
PS2 + one game £190 


HMV 
PS2 £170 + £15 off seven games 


MVC 
PS2 + DVD movie + one game £199 








Anubis: Zona of the Enders, Ape Escape 2, Battle Engine Aquila, Dark 
Cloud 2, Meta! Gear 5000 2 Substance, Mortal Kombat: Deadly Alliance, 


Shinobi, The Sims, Sly Raccoon, Soul Calibur il, Star Wars Galaxies 





Tomb Raider: The Angel of Darkness 

A disappointment at this year's ECTS, the 
next-generation incarnation of Lara Croft 
remains eagerly awaited 





Devil May Cry 2 

The sequel to one of this year's strongest 
Sony exclusives, the further adventures of 
Dante are an enticing reason to buy a PS2 





Merry Christmas 


Microsoft is the recipient of increasing 
numbers of muitiformat titles, but the fruits 
of frstparty development also look like 
ripening in the coming months. Thirdparty 
titles include: Dynasty Warnors 3, James 
Bond 007 in... NightFire, Robotech: 
Battlecry and Tony Hawk's Pro Skater 4. 


Splinter Cell 

Not, by Edge's reckoning at least, a Metal 
Gear Solid 2 beater, but certainly one of the 
stronger titles available this Christmas 


Blinx 

Disappointingly average in Edge's eyes 
and unlikely to steal Vice City's thunder, 
Blinx has nevertheless been well promoted 


MechAssault 

Another title that disappointed Edge, 
MechAssault will no doubt benefit from the 
Abox Live hype machine next year 


Unreal Championship 

The likely choice of deathmatch devotees 
in spite of the fact that early code suggests 
significant (and worrying) framerate flaws 





things are looking up for Microsoft, with 
news that UK sales of the console have 
overtaken those ol GameCube after months 
of trailing behind. The release of the "T 
value pack, consisting of an Xbox bundled 
with Jet Set Radio Future and Sega GT 
2002, appears to have given Xbox sales а 
timely boost. Microsoft has also been 
declaring its intent with a raft of TV 
advertising Буена: the consoles 
growing roster of titles 
The main thrust of that advertising is the 
large choice of software available on Xbox 
by Christmas. Certainly, while Microsoft lags 
significantly behind Nintendo in terms of 
firstparty-cdeveloped titles, the number of 
trurdparty exclusives, and the growing 
diffusion i ) Xbox 
increasingly distinguishing the MON rom 
that of its nearest rival. іп a continuation ol 
tha Play More campaign, Microsoft is also 
emphasising the supenor technical 
specifications of Its console, mciuding 
broadband compatibility out of the box - 
though this is likely to De of relatively minor 
importance compared to the company s 
claims that DVD playback is superior to thal 
of PlayStation2, given last year's sales of 
DVD movies 


of multitormat ties onto 


Aside from just stepping up its 
marketing activities though, Microsoft also 
expects both Sinx and Ubi Soft's Splinter 
Cell to matenally enhance the fortunes of the 
Xbox. Edge 5 slightly sceptical, particularly 
n ight of Blinx's disappointing failure to 
match the пуре Surrounding the tiie. 


Happy New Year 


Microsoft is probably hoping that Xbox Live will prove to be a killer app next 
year, and it's certainly already been the recipient of significant mainstream 
media interest. But it's worth pointing out that Xbox is also set to benefit 
from à wave of first class Japanese-developed titles, such as O TO.GI 


Dead or Alive XIreme Beach Volleyball 
It hardly matters how this will play; it has 
cannily exploited an unhealthy obsession 
with female beat ‘егт up characters 


exclusives are just the start of a steady flow 
ot a strengthening firstparty roster. 

n any case, as Edge pointed out last 
issue, Microsoft is 


indeed XDOX 


mesing in Abox, and 


Live for the long-term, and it's 
uniikel to run out of money or willpower. 
And while Xbox doesnt look like matching 
PlayStation? in the immediate future, either 
in terms of software choice or hardware 
Sales, it currently looks like its in a s 


DOSITIOn ( 


stronger 
:ommuercially than Gam 


Cube. 


Verdict 

Hardly finished then, Xbox seems odds-on 
favourite to steal second place from under 
Nintendo's nose thanks to a pronounced 
marketing push in the build-up to 
Christmas. A burgeoning software library 
and Christmas bundles are likely to sway 
the punters away from Mario and Co., and 
there's also Xbox Live to look forward to 
next year. 















Steol Battalion 

The cost of the dedicated peripheral will 
probably put the mainstream consumer off, 
but It's unlikely to go unnoticed 


J NOI 
Microsoft seems to have stepped up a gear in time for 
таз, ‚ overtaking Conte in terms of uu 
Alter Edge s medical examination last iss. But looking forward to next year, these Xbox 


Recommended Retail Price' 


Microsoft has introduced its own bundle this 
Christmas, consisting of an Xbox, Jet Set 
Radio Future and Sega GT 2002 for £160, 
which is remarkable value for money and stiff 
competition for the PlayStation? but retailers 
are also offering their own variations: 


Dixons 
Official Xbox bundle + Halo + thirdparty 
controller £188 


GAME 
Official Xbox bundle + one game £180 


Gamestation 
Official Xbox bundle + one game £180 


HMV 
Official Xbox bundie £160 + £15 off seven 


MVC 


Official Xbox bundle + thirdparty controller + 
one game £199 





Battie Engine Aquila, Brute Force, Crimson Sea, The House of the Dead Ill 
Metal Gear Solid 2 Substance, Malice (no longer exclusive). Mortal Kombat. 
Deadly Aliance, Panzer Dragoon Orta, Psychonauts and Sudeki 


Kameo 

The real value of the recent Rare deal is 
likely to become apparent when Каго is 
released, which will win it media attention 


GameCube 


It's all looking eerily reminiscent of the N64 for GameCube - which 
is worrying commercially, but favourable for firstparty software 
















































Merry Christmas 


GameCube is set to benefit from various 
multiformat titles, including Harry Potter: 
Chamber of Secrets and Mat Hoffman 2, as 
well as more exclusive tithes such as Mystic 
Herpes. Firstparty software remains the 
console's strongest feature though, even if 
import gamers have sampled most af it 
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Still likely to be selling well this Christmas, 
thanks to a branded bundle, Mano remains 
tha GameCube's unique selling point 


Star Fox Adventures 
Whether this will hokd as much sway in the 
UK as it did in Japan, the adventures of 
Fox McCloud are still crucial to Nintendo 


Mario Party 4 
Nintendo's mascot plumber turns his hand 
to parlour games once again 


Eternal Darkness 
It's already been out for some time, but 
Eternal Darkness is still being heavily 


promoted by Mintendo 


€ 010 


50 far Nintendo can't be enjoying Christmas 
that much. First of all the new incarnation of 
Super Mano received a rather mixed 
reception from Nintendo's traditionally 
егу loyal fan base. Then, hot on the 
heels of news of a staggering fine о! 
€149m (£94.6m) for contravening ELI 
antitrust laws came rumours that 
GameCube sales have slipped behind 
those of Xbox in the UK. And finally there's 
the troublesome rumours, strenuously 
denied, that Nintendo is to follow Sega 
down tha software-only route after the 
GameCube's expiry. 

Of course, with the lowest cost base of 
all three manufacturers, market share is less 
important to Nintendo than it is to Sony and 
Microsoft, but with Pokémon yet to make 
the transition to next-generation popularity, 
the company can't afford to ignore tne 
mainstream consumer. 

But longstanding Nintendo gamers can 
be forgiven a sense of deja vu. Like the N64 
before it, the GameCube is charactersed by 
the most fallow release schedules but, title 
by title, probably one of the nchest software 
line-ups. While devotees might be willing to 
put up with long periods of inactivity though, 
it's hardly a recipe for success with 
mainstream consumers. The difficulty thal 
GameCube faces this Christmas is 
compounded by the fact that it's also the 
only console that doesn't support DVD 
playback which, given the fact that DVDs 
sold in record numbers last Christmas, 
rather hands the advantage over to 
Mscrosolt and Sony. 


| ial DV New BA 


Nintendo still has no clear online strategy in Europe, and software releases 
are likely to be relatively thin on the ground. Nevertheless, it still boasts the 
most stimulating selection of firstparty titles — though these may not retain 
the sort of massmarket clout that is needed to generate hardware sales. 


| Metroid Prime 
The retum of Samus isn't as eagerty 
anticipated in this country as it is in the US, 
but Metroid Primae loaks very promising 
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There's aiso the small matter of 
Nintendo's traditional tardiness with regard 
to the European market, which, thougn 
matters have improved over the past year, 
still manifests itself in long delays when it 
comes to European releases. While 
Nintendo is exploring the cross connectivity 
capacity of its hardware in the US and 
Japan with Animal Crossing, for example, 
Edge has yet to hear a definitive 
announcement that the title is coming 
out over here. 

So while Nintendo continues to rely on a 
handful of blockbuster titles each year, it's 
not clear that this is the right strategy to 
court the mainstream consumer, which is 
why Edge expects it to be outperformed by 
Xbox this Chnstmas. And while the console 
remains an office favourite, and reasonaine 
value for money, Nintendo could still be 
doing more to reward its doggedly loyal 
fanbase in Europe. 


Verdict 

Despite being the cheapest console 
available this Christmas, the GameCube 
has slipped behind Xbox in recent 
months. Although firstparty titles are 
characteristically the strongest feature of 
the platform, thirdparty representation is 
currently looking slightly anaemic. And 
while Nintendo's lack of clear online 
strategy is hardly a major weakness, there 
will no doubt be consumers who are 
attracted by the connectivity of its rivals. 


Software selection 


Resident Evil 0 

Capcom's Resident Evil remake didn't 
sell especially well, but this prequel is 
exclusive and handsome 
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Recommended Retail Price 












Despite price cuts by Sony and Microsoft, 
GameCube remains, theoretically, the 
cheapest console, though the new Xbox 
bundle confuses things slightly. An official 
Super Mario Sunshine bundle, consisting of 
console, game and memory card, retails for 
£170, but proved difficult to find as Edge 
went to press. Again, retailers are offering 
their own flavours this Christmas: 








Dixons 
GameCube + Crazy Taxi + Burnout + 
thirdparty controller £173 







GAME 
GameCube + one game £150 







Gamestation 
GameCube + one game £140 








HMV 
GameCube £130 « €10 off seven games or 
Super Mario Sunshine bundle £170 + £10 

off seven games 






MVC 
GameCube + thirdparty controller + 
thirdparty memory card + one game £149 








1080° Snowboarding Avalanche, Animal Crossing (ТВС), 
F-Zero AC/GC, Mortal Kombat Deadly Alliance, Resident Evil 2, 
Resident Evil 3, Wario World 





Legend of Zelda: Winds of Takuto 

Here's a prediction: everyone will have 
forgotten all the fuss about cel-shading by 
the time Legend of Zelda comes out 








| Darren Carter, director of UK marketing, Sony Computer 


Entertainment 


What will Sony be doing to ensure that the punters will be picking 
up a PlayStation? this Christmas? 

We shall be focusing on the growing range of games available for the 
PS2. This year is our biggest in terms of advertising and promotion 
due to the sheer number of killer titles coming out before Christmas. 


What is the strongest aspect of the PlayStation2 software line-up 
this Christmas? 

The fact that there is such a wide choice of titles available in 

every conceivable genre. Whether you're a hardcore or casual 
gamer, whether you're a PSone owner that is trading up or the 

PS? is your first machine, there's a type of game to suit everybody 
in every category. 


Why, in your opinion, should consumers choose а PlayStation2 
over the competition this Christmas? 

We don't comment on competitors’ activity, but as stated already, 
the sheer quantity and quality of titles across the board on 
PlayStation2 means you are sure to find many games in every 
category to suit every taste. 

As to the threat from other forms of entertainment, most 
consumers maintain a healthy balance of their entertainment time. 
There is no reason why this should be any different at this time of 
games out of the box probably makes PlayStation2 a sound, 
value-for-money purchase. 
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and Christmas. But ultimately it's the games-buying public that 
decide which game wins and which loses, You rarely get to number 
one without producing a very good game. 


Is this traditional reliance on certain key periods in the year 
actually sustainable in the long-term? Is there anything that can be 
done to spread the flow of releases so that they're available all 
year round? 

Some of the biggest selling games in PlayStation history were 
released outside of the so-called, key Christmas selling period. 

GT3 was released in June, Driver (Мау), Final Fantasy X (May). 

A good game can sell at any time of year and will continue to 
sell right up to Christmas. Having said that it is also inevitable that а 
proportion of the games market (as is the case with the wider 
entertainment market of music, DVD, video) involves gift and 


| seasonal purchases. 


Looking forward to early next year, what will Sony be doing to try 
to maintain the momentum that's traditionally gained at 
Christmas? 

We will be releasing some key titles in the early part of 2003. Primal 
is one of our key titles that has been receiving great previews and 
will be heavily promoted on TV in the New Year. The first Tomb 
Haider game on PlayStationa is also scheduled for release in 
February so the momentum from Christmas is sure to be maintained. 


Richard Teversham, head of UK Xbox marketing 


What will Microsoft be doing to ensure that the punters will be 
picking up an Xbox this Christmas? 

Wh realise that this Christmas is an important one for Xbox, as it is 
for the entire industry. We're committed to providing value to 
gamers, and that commitment is coming through in initiatives like the 
to broaden the Xbox brand appeal in innovative ways. We're giving 
away à DVD called the Xbox Difference, which uses interactive 
elements to show gamers what they can experience with Xbox, 
instead of telling them. Playmore.com continues the Xbox tradition 
of strong online marketing elements with a unique and compelling 
sat of playful content, demonstrating the essence of Xbox. And 
there's the Xbox MegaCruiser, it's a huge Xbox truck that will travel 
Europe inviting consumers to play more. In additional we have a 
massive TV campaign and retail presence. Put it like this. you won't 
be able to miss Xbox this Xmas. 


What is the strongest aspect of the Xbox software line-up this 
Christmas? 

Two aspects — quality and quantity. We have games such as Splinter 
Call, Blinx, Unreal Championship, MechAssault and Sega GT 2002, 
all of which are exclusive to Xbox and have received quite a bit of 
critical acclaim already. in fact we have 18 exclusive titles this 
Christmas, with nearly 200 Xbox games available in total. When you 
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Xbox Live: If you look at this total offer, it's claar we're very well 
posiboned against the competition. And as for DVD. Xbox offers the 
best-quality DVD playback of any console – we do not see DVD as а 
threat, rather as an extension of the value Xbox offers gamers. 


There seems to be an unprecedented number of releases this 
Christmas. Is there a danger that there are too many games being 
It's really a good time to be a gamer - it's true that there's loads of 
quality games out there at tha moment. It's also true that most 
gamers will only be able to experience a fraction of those tities. 1 
think the Xbox portfolio & doing a great job of balancing quantity and 
quality = we have enough titles to provide something for every taste 
and every gamer, but not too many that we have lots of differant 
with our thirdparty and retail partners to ensure the mix is spot-on 
and everyone wins. 


Looking forward to early next year, what will Microsoft be doing to 
try to maintain the momentum that's traditionally gained at 
Christmas? 

We're heading up to our one-year anniversary and the launch of 
Xbox Live at retail, which is an incredibly exciting time. We believe 
positive about the service than we had ever hoped for. and we think 
Christmas. We also have some surprises lined up - March is going to 
be an exciting month for Xbox. 
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Andy Williams, general manager, Nintendo UK 


What will Nintendo be doing to ensure that the punters will be 
picking up a GameCube this Christmas? 

continues to sell well. We are also working with retailers to create 
their own in store packaged bundles. The Nintendo GameCube 
remains the lowest priced next-generation console, which we will the 
promoting in store. We have a huge marketing campaign running 
advertising and we will have a massive in-store presence with POS, 
store windows and gondola ends. In addition there will also be DVD 
to be released on GameCube. 


What is the strongest aspect of the GameCube software line-up 
this Christmas? 

Blockbuster titles that people want to play. We have a number of 
these that have been and are still to be released in the run up to 
Star Fox Adventures, Die Hard Vendetta and Resident Evil. іп 
which, having no wires and allowing games to be played up to 20ft 
away, adds an extra element to gaming on the GameCube. 


Why, in your opinion, should consumers choose a GameCube over 
the competition? Mes 
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public can buy. 
There алка longe QUmDI of iolamses avellablo this Chasemas and 

there will be a substantial number of games sold but there needs to 
be a wide range of games available to cater for all different tastes. 

Nintendo GameCube has a superb range of games for Christmas 

campaigns to ensure that we stand out from the crowd 


Is this traditional reliance on certain key periods in the year 
actually sustainable in the long-term? Is there anything that can be 
done to spread the flow of releases so that they're available all 
Дазыл e P DH fo quon M m UN 
PU SULTS Wa best imas Kx Iam. There Ете Gepotunities 
outside of these periods and if a blockbuster game is released, 
gamers will still buy it. We will be launching blockbuster games 
throughout next year, not just at Easter and Christmas. 


Looking forward to early next year, what will Nintendo be doing to 
try to maintain the momentum that's traditionally gained at 
Christmas? 

in the New Year we will be showcasing our 2003 software line-up. 
games and that there is a lot for gamers to look forward to on 

the GameCube in 2003. 
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Edge experiences Xbox Live 


Michel Cassius, director of publishing, Richard Teversham, head 








From top: Michel Cassius, J Allard and 
Richard Teversham are keen to 
evangelise Xbox Live, but also want to 
stress Microsoft's long-term ambition 
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s it possible to change your online ID? 

MC: No. One of the key aspects of Xbox 
Live is the GamerTag. It's there for multiple 
reasons. Firstly, because you need an ID 
within a service that you can grow — it's 
there for yourself, as well as your friends. 
Secondly, it's for security. We want to make 
sure that people don't pretend they're 
others, using other people's ID, and so on. 
There's plenty of security beyond that that 
makes it difficult — impossible — to change. 


How are you policing the service? 

JA: Creating these GamerTags means that 
everybody knows who you are and you will 
get a reputation. Whether you re a toul- 
mouthed jerk or whether you're a cheater 
people will grow disinterested and impatient 
with you and you won't be able to hide fram 
that. By having the centralised server and by 
having the GamerTag we can do things like 
montor how marry drop sessions you had 
and we can publish that if we choose to — 
like an eBay rating. There are tons of legal 
implications. It's one of the challenges of 
rolling out in Europe — local law and policy 
from country to country varies so much and 
online policy and law is evolving so rapidly. 
One thing that we're vigilant about is 
privacy. Your performance online is viewed 
anonymously by our data centre. You're just 
a big number, we don't track what you do. 


Can you get kicked off? How far can you 
go before that happens? Can you 
reapply? 

MC: If you say to someone, “You shouldn't 
do that, its not good for the game, for 
others," and they don't listen, then yes, in 
extreme cases, | guess we would have to. 


JA: How often do you walk down the street 
and see two strangers being incredibly rude 
to each other and using foul language? Not 
very often. How often do you see that on 
the telephone? Not very often. How often 
do you see that on the Internet? A lot. One 
step of anonymity gets removed once you 
start using voice, it's much more intimate. 


How are you going to market it in Europe? 
MC: Marketing has essentially been PH and 
Web, because it's an active community 
we're going after. We started consumer 
beta this week, with 3000 users. It took 20 
hours from the moment we accepted 
applications to the moment it was 
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oversubscribed. The majority are fram the 
LK, then from Germany. 


АТ: You buy the Xbox Live pack from 
Xbax.com for £40, from November 30. 
Anyone who wants to can do that. But 
we re calling it Test Drive because we re 
going to be teaming from it as well. But the 
good thing is that those who sign up, their 
subscription won't start until March 14, 
which is when the kit goes on the shelves, 


Are there only two demo games? 
HT: Gorrect. In the Test Drive kit, that's 
MotoGP and Whacked!. 


MC: We havent announced what they'll be 
in the retail version. It will be signtly differant. 


HT: Just to add, there'll be seven games 
with Xbox Live out for Christmas. And there 
are other games, like Splinter Cell, where 
you can go online and download new levels. 
So although they're not Xbox Live enabled, 
there's addition functionality. And by the end 
of next year we'll have over 50 games. 


Will Phantasy Star Online be coming to 
Europe? Can we expect any other 
MMRPGs? 

MC: Well, of course, Phantasy Star Online 
will be coming to Xbox, at the beginning of 
next year. We've got a few other games that 
are coming. LucasArts, for example, has 
announced its 'Star Wars' MM licence for 
Xbox. At the beginning it's going to be 
multiplayer games and downloadable 
content. Later comes the massively 
multiplayer games. And then | think we're 
going to see what | call event-led type of 
garnes. Take racing games for example. 
Every Wednesday, in the UK, Xbox Live 
customers can come online, download a 
new circuit; train for an hour, and then race. 
But that's coming in time. 


АТ: Imagine a time when North London can 
play South London at a game, or Scotland, 
England, Wales, Northern Ireland, or, 
France, Germany, Britain, all their 
champions. We'll call it the World Series 
obviously — but that sort of thing will actually 
become possible. And also, with the 
GamerTags, that'll make some gamers 
aimost celebrities across the world, ina 
way. There'll be Websites with “Who's the 
Halo champion?" 


You mentioned the system will be self 
policing. On MotoGP, there are alteady 
users with ridiculous lap times, people 
who've worked out ways around the 
system... 

MC: Wall, | have not been on MotoGP for 
quite a while. What's the lowest laptime? 


About a quarter of a second. 

MC: Well, it's not supposed to be like that. | 
haven't seen it. I'll discuss with the MotoGP 
guys and figure it out. You're not supposed 
to be able to do that. That's my answer. 


How important is Xbox Live in bringing 
new people to the Xbox? 

МС: At the start, online gaming will be a 
subset of people who cwn the console. But 
| think some people will go and buy an Xbox 
because there are some games that you 
can play online — | think Unreal 
Championship will be one of those - and 
that wil drive people towards XDOX. 


What's in it for broadband operators? The 
deal with BT has been announced, but on 
the surface it appears Microsoft is 
controlling all the revenue streams. 

RT: it's interesting, because we've had 
meetings with NTL, BT, Telewest, and 
they're really keen to get on top of this. With 
Xbox and Xbox Live, this is the first real act 
that'll get people to want broadband. 
Because today, broadband's great If you 
warnt to download this or do that, and 
maybe for PC gamers, but also we've got to 
remember that Xbox Live gives operators 
the potential to evolve their service in many 
different directions. 

If you look at our competitors, there are 
only a couple of companies who have the 
resources to put on Internet gaming with tha 
security and the way you communicate, So 
we're providing a much more accessible 
service to a lot of thirdparty publishers. 


The ISP-specific instructions with Edge's 
starter kit necessitated a PC too, in order 
to register the Xbox's MAC address with a 
service provider... 

MC: Wall... there are ways to do that, but... 
you're right. Some ISPs... | mean, when you 
look across Europe, just in the UK you have 
BT, Telewest and NTL, and some others. 
You have multiple configurations, depending 
on where you are, geographically in the ШК, 
what type of provider, what type of network 
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configurations. Fight now, we haven't 
found one that doesn't work. 


` tt would seem that this hardcore 
community that you're targeting — those 
with broadband, a PC, and an Xbox - is 
a similar demographic to those involved 
in the Xbox homebrew scene. But the 
new Xbox Live dashboard appears to 
be causing box-breaking problems with 
those same people. Was this deliberate, 
or a happy accident? 
MC: The update of the dashboard is 
something that's necessary, to be able to 
play online, There was no misintention 
with that. The intention was to make it a 
simple experience, to make it as simple 
as it is to play an offline game. But if that 


interferes with people who have interfered 


with the hardware, it's their problem. 
When you change something in the 
hardware, it's very explicit. When you buy 
| an Xbox, if you open it up, do something 
| to the hardware, it's your liability, not ours: 
And if it doesn't work, well, shame. 


There's no denying that the Xbox is 
suffering from hacker problems? 
JA: it's flattering isn't it? Hacker activity 
| on Xbox is through the roof, | mean 
nobody is trying to hack a GameCube — 
they're uninterested. So it will make a 
pretty interesting target but at the same 
time | think we acknowledge that we're 
going to be a big target. So we have 
military grade security in our data 
centres - | mean we have safes in our 
security, you know my key, your key, Оп 
my mark three, two, one, we have 
armed guards in our facilities — this is 
serious stuff. 


In conclusion, where do you see the 

Xbox in four years' time? 

JA; Here's the thing. We set out to build 

^. the Ferrari of videogame systems. Wa 
are the most patient company in the 
world. The Xbox business is a 20-year 
business. It's not a quarter to quarter 
business, it's not how many units do 
we sell this Christmas - | mean we 
watch those things, we're careful about 
those things. we adapt our strategies 
because of those things but we're 
taking а very, very long-term 
outlook into this business. 


with a headset, memory card, and a CD with a 
cut-down version of MotoGP and Whackea!. 
inserting the CD in the Xbox drive instigates an 
immediate change. Games with Xbox Live 
components automatically install a new version of 
the Xbox dashboard over the top of the pre- 
installed version. While a seamless transition for 
most users, those using homebrew frontends 
such as Evolution X will find their emulator- 
friendly interfaces replaced with Microsoft's 
official interface. And, in a move that some cynics 
will view a5 a deliberate attempt to strike at the 
this. but, at the time of writing at least, they're 

Edge experienced no such problems, 
attempting to skip straight into MotoGP for a 
quick race. It wasn't to be; if the Xbox isn't 
properly configured it won't be able ta find the 
Live network, and will move straight to a 
troubleshooting process. The manual 
configuration allows users to input ай the ЇР 
options you'd expect from a standard networking 
program (host IP. DNS servers, masks and so on), 
50 it seems Xbox Live users won't be limited to 
company network with littie trouble, following a 
small configuration changes, the same box 
connacted through Telewest perfectly. 

Each copy of Live comes with a 25-digit 
alpha-numenc registration code, which is then 
exchanged online for an available username of 
the player's choice. This stage of the signup was 


contained all the pre-arranged details for Edge's 
users can go online immediately, and, while the 
manner in which this happens depends 
somewhat on the game being run, Edge only 
experienced problems when Future Publishing's 


network was having problems. In other words, the 


system appears to be as strong as your service 
provider, although the true test will come when 
masses of helpdesk-less consumers attempt to 


MotoGP 

documented in Edges review (see E112), so 
there's little point in expanding on the game 
mechanics. More interesting, perhaps, is how 


Set-up procedure and Edge's initial Xbox Live impressions 


THO and Microsoft have hooked the online 
facilities here in with the retail version of the 

just the beta-test kit can play with three circuits 
and a clutch of riders, but if the game detects a 
retail MotoGP saved game on the Xbox hard 
drive, the appropriate extras are unlocked. Which 
seems fair enough for everyone, particularly those 
who've rented. borrowed or sold a copy of the 
game prior to their kit arriving. 

Online matchmaking is smooth — players can 
ѕо оп, or they can select quick play and get 
limited number of beta testers this doesn't take 
more than a couple of minutes, often less, and 
filters) is crisp and easy, transatiantic 
conversations lacking lag and adding so much to 
an already excellent game. If there's one thing 
unlocked have to race as ghosts when the extra 
Courses come up to play — and if there's a factor 
after all, it's how close Edge was to buying 
(another) copy of the game just so It could play 
the retail tracks at work on the day tha kit arrived. 


Whacked! 

While Edge's experiences with MotoGP have 
been nothing short of outstanding, persuading 
even non-bikers in the office to slip into the 
leather pants of Climax's excellent racing gama, 
Whacked! has proved the polar opposite. 
Nominally a thirdperson beat ‘em up іп the mould 
of Powerstone or Fur Fighters multiplayer 
sections, it looks like it's destined to have the 
same graceless build of Fuzion Frenzy. Each 
battle takes place in a simple (though smartly 
dashing from one weapon to another and hurling 
them in the direction of opponents. 

But the weapons lack any presence or 
impact, a surprise in a game full of slapdash over- 
the-top presentation, that grates after a few 
seconds of the introduction, Different sets of rules 
supposedly provide some variation, so іп one 
game type you'll be hitting players and trying to 
collect the stars they leave behind, whereas 
But really, all the options are fairly uninspiring, and 
il there's one thing that's indicative of this it's the 
amount of silence on the Xbox communicators 
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СЕЕ has finally announced that 
PlayStation? broadband network 


2003 in the UK. The service will be available 


L i m dom. - LI РЕ — 
through both cable and ADSL connections 


with consumer trials to commence before 
the end of the year. The company ther 


plans a Staggered rotiout to introduce online 
services across Europe, starting with 
Germany, France and | Spain The company 
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ony announces online strategy for Europe 


No mention of narrowband as Sony reveals spring 
2003 launch for European networked services 


be introduced to Australia next year. 
Although the UK still has relatively low 


broadband penetration compared to other 
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broadband adoption in Europe and provide 


a catalyst for rapid expansion of the tota 


gaming market, Nevertneless, according to 


a recent study by Jupiter Research, the UK 


stili has just / per cent of Intemet users 


connected to broadband, compared to 11 
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yis s announcement, and it's as yet 


nclear whether European gamers will be 


able to access PlayStation2's online services 


throuah a dial-up modem 


The announcement has been 
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Ne YORE? paming егмсес in Japan and 
tna Ls. where Plays Staton? Owners nave 


already been able to play the likes of Final 
Fantasy XI! and SOCOM: US Navy SEAL: 
Indeed SOCOM has already sold over 
400,000 units in the US, with around 


175 000 people playing regularity online 
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perhaps a response to Microsoft's earlier 
claims that Xbox is the leading broadband 
enabled videogame console. 

"It will be simple to set up, exciting їс 
play and affordable,” stated Chris Deering 
president of 


Ee. "Our philosophy is ti 
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SCEE will be spearheading its broadband 
services with an impressive software linea- 
up, including SOCOM and EverQuest 
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new online expenences and entertainment 
from a variety of sources 

To support the broadband gaming 
service the company will be introducing the 
Broadband Gaming Pack, consisting of an 
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forthcoming games, which will retail for £4 
A memory card will also be needed to be 
purchased separately to store settings 
while a secure environment for commercia 
transactions will be enabled by Sony's 


Dynamic T үк Authentication 


software to accompany the launch is 
looking very promising, with the line-up 
ncluding: SOC 


Hardware: Online Arena, Destruction Derby 
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Online, Twisted Metal Online, Frequency 2 
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ta similar time next year, these are 


to be interesting times 





ELSPA organises digital distribution discussion 
BT Openworld inaugurates its new membership of the 
European trade body by hosting digital debate at the BT Tower 





ij o coincide with the recent 
announcement that BT Openworld 


has joined ELSPA to promote closet 


relations with publishers, the two bodies 
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for the one-day conference entitled 
Digital Distribution of Games: How to 
Exploit the Opportunities of the 


Recently Tested Business Models and 
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Show of initiative 
According to ELSPAS director general 
Roger Bennett, the conference is the 


first of many such events. "This 
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to organise," he declared. “We believe if 


5 essential thal such events are 
organised by the industry, for the 
industry. As tha official trade Dx es WE 
can bes! represent the issues that are 
critical to our members and all the 
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Speakers included ‘Screen Digest's 
Ben Keen, BT Openworld's Stephen 
Gordon and itzik BanBassat from Exent 


chnologies and there was a pane 
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Microsoft s Sandy Duncan, who urged 
a note of caution. While the majority of 


speakers were optimistic to the point of 


overconfidence, discussing an area in 
VCO concrete eywdence i& hard tc 
ome by, Г | ad Microsoft's 
Dng-term сот е secte 
arguing that it's unlikely to be a source 
af short-term gain. He also pointed tc 


the uncertainties regarding the value 
chain at the heart of digital distribution 
and the technical difficulties, particularly 
in Europe, presented by widely diffenng 
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up Microsoft's philosophy with regard to 


Abox Live and online gaming by 
declaring that either online gaming 
will turn out to be bigger than TV, 
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Edge brings you a rundown of last issue's review scores 
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Animal PUN 

Calin McRae Rally 3 

Stree! Fighter Zero 3 Upper 
Super Maria Advance 3: Yoshi's laimi 
Unreal Tournarnent 2003 

Rally Fusion: Race of Champions 
Ratchet & Clank 

SOCOM: US Navy SEALs 

The Lord of the Rings, The Two Towers 
Word Rally Championship ЇЇ Extreme 
Dead to Rights 

Пес Faction |! 

Ster For Adventures 

Bina: The Time Sweeper 





Animal Crossing 


rereana 


Street Fighter Zero 3 Upper 
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GC Nintendo 
PSA Don 


Colin McRae Rally 3 





The most interesting speaker at ELSPA's digital 
distribution seminar was Microsoft's Sandy 
Duncan, who sounded a note of caution 


Developer 


In-house 

in-house 

Crawfish 

in-house 

Epio Digital Extremes 
Climax Motorsports 
Insomniac Games 
Zipper Interactive 
In-house 

Evolution Studios 
in-house (Namco Hometek) 
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SMA3: Yoshi's Island 
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PHI PRU AS INA 
passion for gaming, ar appetite Tor hiring, | 
and an ability te wark within а fast-moving 
environment under pressure, then you coukd 
be the fight person tor the position. Some. 
experience and strorig industry contacts | 
Wein fe baru RUE enim оине Art 
‘are essential. 
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work including a 500- word critique of Edge. - 
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Frustrated interactive TV gamers are set to 
give their high scores a boos? with the arrival 
ot Sky's new Gamepad controtier The device 
allows up to five players to participate at a 
time, and is designed specifically for gaming. _ 
Min удин аим I 

4 Move, Pore, Asteroids ened Space JAVA 
For more information MIR BANNUM. M 
Midas on 0870 585 113, | 


AUR a 
incseasioghy wide téchnologe remit at tre 
pace X Rogo RM ROMA Sony ариет 
want ter provide business: users with a. 
| commercia) tool fot prasaning i visual | 


| infermation и stores nnd other public places. 


The demo consisted of a photographic. 
image being manipulated toig 3E | 
vis the company e "Fourth VIEW" technology. 
and it nas been mooted for use m museums 
and the tke, | SAN 


Tracking developments in development 
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RenderWare gains a brain 
The artificial intelligence gap in Criterion's RenderWare 
platform is now filled thanks to French vendor Kynogon 
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are the means by which entities 


Work out how to move. Lisualhy 
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here may бе plenty of artificial 
1 intelligence engines available for 
developers, but only one has hit the 
jackpot of being chosen as the best-of- 
breed solution and integrated into 
Gritenon's Render Ware plationm. “One 
of the key things that sold the 
technology to me was that Kynogon 
has already got ап implementation 
running well on PlayStation2," says 
Criterion's chief technology officer 
Adam Billyard. "There is so much 
technology that only runs on PC." 

Of course, you're forgiven for 
thinking, “Kynogon who?" Despite 
higher profile competition, the tiny 
Paris-based company is now ahead of 
ihe game thanks to the exclusive 
distribution deal signed with Criterion 
This means its technology will be sold 
by Criterion alongside other 
components such as MathEngine's 
Karma physics and Hybnd's visual 
optimiser within the RenderWare suite 
of tools. 

"We have three clients in France 
but haven't been able to expand 
because ої our Size," expiains 
marketing director and co-founder 
Jacques Gaubil, of Kynogons 
achievements to date. Set up in 2000, 
the first title to ship using its technology 
is Microids' PlayStation2 game Ben 
Hur. “We were working to get the Al 
right for one track but two days before 
ЕЗ, Microids said, "We want ten tracks 
n our Gamo." We managed to get them 
all working. They were very happy." 
recaits Gaubi, of one incident during 
the six-month process in which 
Kynogon worked with Microids. 

This demonstrates one of the 
problems developers have experienced 
when using an artificial intelaence 
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Using the Half-Life engine, Kynogon demonstrates its bodyguard behaviour with the three 
Boba Fetts guarding Yoda. The technology can be quickly integrated into any game engine 


engine, however. To get good results, 
the creators of the technology have to 
work closely with licansees. It's an 
uneconomic situation for both parties. 
Billyard refers to it as “shipping an 


engneer with every box. And with over 


250 studios using HenderWare 
worldwide, it's not a model Criterion is 
about to get involved in. 


Flexible friend 
For this reason the past couple of 
months has seen Kynogon ensuring its 
technokxy 5 open and accessiDle to 
developers' needs. "If they want to use 
our solution out of tha box they can, 
Dut they can also modity what we have 
done, or completely replace elements,” 
Сац! explains. "We don't ask 
developers to change anything in their 
design. Any дате engine can be 
plugged inta our solution," adds Pierre 
Pontevia. Kynogon's co-founder and 
president. “It now takes just half a day 
to integrate into any game engine." 
There are four hierarchical 
components in Kynogon's technalogy. 
The highest level ensures developers 
can customise the technology, while 


maintaining a high level of performance. 
Next are services, which are the 
algorithms that define the core Al, such 
as pathfinding. These are processor 
INTENSIVE and so are split over rendering 


rames, something known as time 


slicing. Tha third level are agents, which 
are specific behaviours such as hide, 
Пее or fight, These call on services; for 
example, both hide and flea agents 
would require pathfinding calculations. 
The final layer is the decision layer, 
МСП OBeSETTues Wid agent aon 5 
tnogered. These can be hardwired into 
the entities ~ ап aggressive Dot will 
always fight, while an injured ‘default’ 
bot might hide — or can be controlled 
by scnpts written by the developer. 

It all adds up to a highly complex 
package, which, even now, will take 
time for developers to get the most 
from. “Our initial offering is definitely 
a low-level, meat п potatoes 
approach," Billyard confesses. 

"But it will allow developers to add 
Interesting and believable behaviours 
quickly into their games, while 
demonstrating the potential for 

Al for future projects.” 





This demo (above left) shows the behaviour of 150 spiders, each of which is handled as an independent entity not by a flocking algorithm, as is 
often the case in game Al, The first game to use Kynogon's Al package Is Microlds' Ben Hur [above centre) which has racing and combat elements 
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DarkBASIC Pro gives everyone's first programming 
language a massive make-over and speed boost 





T ha elit sm of programming Маз Бееп 
an issue for certain enthusiasts for 


a number of years. They point back to a 


time when rudimentary ong was 
equired to get a home computer to do 
anything useful and languages such as 
Beginner's All-purpose Symbolic 


Instruction Code (BASIC) offered low 


barnars of entry for the CUNGUS., 
y 


Proiects such as Sony's YABASIC 
for PlayStation2 and various other 
ЗГ C Hê hz D stem “ЙЕН e [7 tha gap 
Treated by the rise of C++ and 


hardwired game consoles, One such 


effort has been DarkBASIC; an entry- 
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atest release, which boasts the icamera and Reflec iew 


additional tag Professional, promises to 


balance ease of use with vastly 


ncreased performance Погапеѕ (DLLs), which are small binary space partition (BSP) engine. а 
Some people thought we had machine-coded functions that can be technique commonly used in firstpersor 
Slapped some more commands into it, ised by programmes. Bamber has als games such as Quake and Linrea 
АПЕК А. in ас 15 Dear МТТ ЭЛ ПОП Amien а SOnWwaere СЕМ таги KIT "Peon B were ry i MNT t = VT 
scratch,” explains DarkBASIC's MD and allowing users to plug their own DLLs but they tended to be slow because 


creator Lee Bamber, who cut his teeth into DarkBASIC Pro so they can control they're hard to optimise, So we wrote 





on the AMOS programming language devices such as custom peripherals. one," Bamber explains, adding, "if there 
lor the Amiga. The main ditlerencae i ara feat res Sere want io inure we Using just a few lines of DarkBASIC Pro code enables 


z ыс ны а А: = coders to use the vertex shader instructions of DirectX. This 
al keting y паго о geve Mem Wie слеу war example (top) shows a cartoon-style rendering and sphere 


previous versions of DarkBAS Direct m 
Fr zx 


were interpretec, meaning вас: A Dig shiit enabled Dy this wholescale A amia example is the "set camera mapped texturing. Super reflective metallic surfaces can be 
individual programme statement was hange is support for Microsoft's to follow’ command. As it sounds, this generated using the sphere mapping command (above) 
translated and run in sequence, making programming interface, DirectX B. 1. This 5 used to set a camera to follow an 


t much slower than one compiled means DarkBASIC Pro opens up obxyect. "It was horrible to write. | had to 
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interpreted, the meat - the DO loops, IF them working. And it's not just araphics would write their own routines." But it i | 
lerprete it - the DO юс 3. And it's not just агар vould) writ Hitched to the DirectX wagon 


staternents, the vanables — cause Through Directs, DarkBASIC handles didn't take too much thought to realise if 


slowdown. Now all of those are dealt important game technologies sucn as they didn't, they wouldn't use the Ithough there are obvious advantages to using 
. . | А ' Directs functionality — after all it is the blueprint graphic 
with using machine code. Its made a rnultiplayer. sound and force feedback command at all. So his next task was — ка| 


amis manufacturers use for their new hardware — il 


huge difference to the performance jeyices as we tne automat taon commanda wt 
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мегай, the result Is a produ “| was like, Ч сап invent hardware for you. Direc 


Bamber says anyone can use. Perhaps supports eight realtime lights," But more serious is the 
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more interesting (hough, ts its potential sometimes fickle nature of the DirectX team's approach 


ftoodcha The latest version of DirectX de ith 2D graphics via 


higher up the programmin 
for example in tems ofc — ID, which is how we deal with it too," Bamber explains 
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aways create а faster programme 


programming language will be as fast as our 2 


writing in С++,“ Bamber concedes l 
T А | " because we're doing it on thé graphics card." The 
“The question is how much time do you I | 

q ina po problem, however, are the rumours that DirectX 10 might 
have to spend to gain that edge?" 


bring back а pure 2D implementation. Not due for а 





SuDtext, youl Certainly be палі pressed couple of years, this could trigger another major rewrite 
i А ‚ tO Get ап ee fi Sle ang s Miter for Bamber ano he Ok BASIC: taam 
One big addition to DarkBASIC Pro is realtime volumeric shadows which can be attached to any a са аад tor amt | his DarkBASIC tean 





object although there are some more optimisations to be carried out on the routine (above left) than DarkBASIC Pro. 
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games aren't for loners and losers after all!" 








Each lucky partygoer left the bash with a gift bag 
featuring an inflatable plastic model, pictured above 





“Why are all your games on the wall, dear?" "It's art, 
sweetie." *Be quiet and put them away." "Okay." 


сэл. Seconds out, round in 


UK: Imore amounts of alcohol, women in sparkly bikinis 


faking like eR care, and brutal, bruising vi ncs ust another 


might or Edge, then, but that didn't make Rage's shindig to 
واا‎ = b z c j "a uu г F nh qw ШН " at i ag m ар Т les 5 
tertasning. The centrepiece of the event, v place in the 
EX LH d The So ots (cafe Fca 1 f de 
urnament. And, appropriately enough, it turme be 


freetancer Jon Attaway walking away with the 100 prize, а boxina 
alove sianed by Clubber Lang himself, Mr T 


Pinball wizard 


UK: "Fed up with finding your favourite CDs lying around and 


gating scratched?" asks Discarray, in à those acid to 
"Misa y wi Exe nuoc ^F | ic T A: fos 5m 
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olours, display the front-side of the disc on a pretty pinboard, s 
jorgeous CDs are essential. “My ultimate goal," says Discarray's 
ner, Justin Kynakides, “is for it to be as famous a product as 


the Filofax was." Discarrays start at £25 and can be ordered 


online from www.dtimscarray.com, or by telephoning 020 5886 


6933. Edge wants а Spectrum compatible version 
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"Jimmy said, “I can't wait for ‘Car Stealers’, 
"Torture in Iraq’ and ‘Blowing Up 
Public Schools." | 












"Nintendo accepts the finding that, up to 
1998, its distribution practices did not 
comply with EU competition rules... 
However, in view of the size of the fine, 
which Nintendo finds surprising, Nintendo 

will lodge an appesi: 


initando reacts to a &148m (E94. 6m) fine imposed on them by th 


European Commision Кг prices гу 


"To charge a nation of 200 million people 
worldwide as followers of an injurious cult 
leader is an unacceptable pra 
ÁO асос. t 


A Sikh coalition reacts іо one of Hit 
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cxx Joumos in bobblehead frenzy 


UK: it happens the same way every year. Clocks go back, lights 
› up on Oxford Street, Pizza Hut rings out to Band Aid's 'Feed 


y h ч - ~ = 
he World’, and someone, somewhere wins the distribution 


contract in the lucrative Nintendo Bobblehead market. This year | What's that Mario? You want me to kill? You're } 
honours go to Bigben interactive, whose seven-inch tall spring- 0 nodding. You want me to kill again, don't you? TON 


























headed models of Mario, Luigi, ‘Yoshi and Bowser should be in DENNY EN НП шо | QUE 
stores now, at just under £10 each. “Even here in the office | | UAI IN ME 1, 20029 A AM 
everyone wants one,” says Accessories Division marketing N i 
manager Caroline Denham. “And out ro concern is wheather | i 0 
we will be able to satisfy the hordes ol journos who wil be 
demanding freebies. They are that cool. > Thanks lor КОКТО ou | 
lor us, Caroline. | mean, do you have any idea what you can get Wi | 
for one of those in the crack dens of Bath? ү N | 
0 ) | i 
= . . " ү) 
+- Toypad animal attraction j А 
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Japan: Гатар one ol the most marketable games currently P^ 
available, it's not really a surprise that Animal Crossing is getting n 
lakara's Very Important Franchise treatment. The keyrings are a М iM 
perfect substitute for that ageing Digimon fob, and Edge is sure , i т 
ко Seep easier wih one of the ent plush animals, which include NY | г n ) ү л 
агюсп-сарќаіів! Tom Nook and, well, а 5 spoiler. But Edge's sa the mess last time! And the sirens! And you're EUN | "т A ү, 
most-most wanted are the tiny, inch-high plastic characters, now MU still both nodding! Okay, where's that hammer... A P Hy 
n ther second series. Each figure comes with its own house TR 


furniture. and household accessones. Sylvanian Families were rrr 
never as cool as this. More pictures at US online store ufocatcher 
Рт. "amc aou be 
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US: Arcade sticks have never been the most elegant of 


peripherals, mostly too юмо and plastic to recreate the fea 


Tirit LUAM. 


eS m 2 Rin = D ———— teet 
pit feeling retrogam rave. Not so Xgaming Inc's X-Arcade 


Stick, which фагы wo sticks and 20 buttons all attached to а 


wonderfully solid wooder andi But the real beauty of the X- 
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Arcade slick m that ts compatible cross system (hence the "X 


Edge presumes) — adaptors are avallable to convert it effortlesss Hy, i yt "ы, 
for use with your Dreamcast, GameCube, PS2. Xbox, PC or even OW. | hy Mr. Resetti, the mole who pops up when you reset 
your Apple Mac. Updates for future hardware releases are NAA | without saving. At least Edge presurnes that's him... 





pombe and the deck even comes with pinbal--stye buttons on Vn n i i | Л паветру газа = ATONE LT YT MEET! rest A) 
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Ihe васп side, perfect for Visual Pinball fans. At $200 (£7 20 tsa re) | n "177; ИННИ? —— i TV ies M Wn зу: ie Er MET 
luxury, Dut its hard wearing and sturdy = hell, you could aimost cal ИЛҮҮ] 
jë af VES TET. Суи | Edge WON #- жаг rest М y bi for i Гі i 
Г C b 
what happens / you try that on with your significant other hu 1 
More information is БА at www x- arcade. com | 
1. 
' ү 
cxirmmate number of licensed imr m ine US im 1999, per 
100,000 population: 23,897 / 
NSA irearTris d Hr | 
Videogame sales in US in 1999, per person: 0.7904 (1, НТ, | і угу j o VM 
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Sosaria, viewed through 2002-tinted glasses. Ah, 
memories. Edge remembers when all this was fields 


The current demo runs under Linux, which will 
doubtiess please hardcore PC types no end 
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Ah, the beauty of full 3D. It's just Ика Ultima IX, only 
it doesn't go from dusk to sunset to blue screen 





Н only this had been available when Edge was litte. 
We learned how to play videogames the hard way 





Not likely to support Dolby technology, but 
nevertheless a sound investment for youngsters 
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One о! the best steering wheels on the market or the 
most elaborate novelty clock ever conceived? 





And record your high scores for magazine 
competitions in special fluffovision thanks to Habitat 
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Free booze at Joytech's wheel launch was a boon 
for journos, but it didn't help the presentation much 





Ultima underground 


Denmark: Peroxide, a freeware collective of coders and artists, is 
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ystem and over 50 types of enemies. Edge hopes the non- 
mmercial aspect of the project saves it from EAS notoriously 

Iti Hou AWE 3 ‘Can | bake bread? asks {he FAC ^N OL jid it be 

an Liima if vou couldn't?" concludes Peroxide. For more 


итпађог visit http://www.peroxide.dk/ultima 
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y. Press the button i you'll be treated to the 


f chgital noodling that will be familiar to retrogamers all over 
the world. It costs Еб and ts available from all major Habitat stores 
as part of the Gismo range, which also includes a set of cuddly 
headphones and soft toy camera. But it's the controller that 


Edge will be getting for Christmas 
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was admirably demonstrated to Edge by the company's ebullient 
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nanager, Alex Varrey aka Big Boy Barry. “It's the only wheel of 
its type with fully adiustable leq braces.” burbled the former TGS’ 
presenter, Shame there's no drinks holder 


EE 


Based on Juan Pablo Montoya's own wheel, it's a sturdy and 


responsive piece of kit. But what particularly caught our attention 
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providing a fet } desk clock. At £40 the wheel is easily the bes! 
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Treasure 

It dares to update the mighty Gradius franchise 
Vin Diesel 

For using Hollywood bucks to startup a softco 
Mintendo 
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Dark Fiber 
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Named after a definition for unused fibre-optic cable, Geert 
Lovink's book is a crystallisation of area hy existing omine 


content. Indeed as the author points out, There (5 а Certain irony, 


that this material being collected together in book form at all. As 
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medium of knowledge.” What books have yet to be bettered al 
however, is concentrating large amounts of information in a 


ogical sequence, and Lovin certainty packs a (Art Im 
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ndication of how far videogames have come over tha last tet 


years, it inspired not a few lazy publications thal migni as we 


have had casn “| Stami nc] On Ie FONE Ji ji vp 
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hankfully Taschen's book succeeds because It is absolutely 


beautiful (though, admittedly, Deautirul more in presentation 
than content) Many chapters ane Intecx lune E у тале 
such as David Cage, Bill Roper, Peter Molyneux and Fredérick 


Ramal and though there's not a great insight int how their 
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Site: Eric Myer's Stereotypes 
UAL: httpz//www.ericmyer.com/stereotypes.htm 


Eric Myer is a photographer. This, part of his ons 


portfolio, consists of black and write head-and- 
shoulders shots of 20 people. The pictures cut à 
cross-section of humanity you might catch on an 
mapay cosmopoiran high Street — al ages, а) 


races — and are stark and Deautiful, bul the magic 


fes is n the digital treatment. Each photo splits 


down an invisible hodzontal line trough tne made 


Gf the face, and the top half of one image can be 
seamlessly blended with the bottom of another 
Result? Playschoai photographic genetic spicing, 
Not really videogame related. sure, but a beautiful 
piece of Web junk regardless, 
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Japan: Want to be a morally corrupt, ethically 

having to go through the hassle of reading law а! 
university? Then Capcom's highly popular comedic 
solicitor ‘sim’, Gyakuten Saiban 2, vincas 
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"Don't you think й scandalous to make fun of the , 
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“Objection!” intervenes an Ally McBeal type. "Why 
not, if it is fun?” 
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| innocent? | can't believe iL" “Objection!” Ally shouts. 







“Again, why not if jt is fun?" she insists, much to the 
ЖОЛУУ Т ТК 


The crowd, Же о Е 
is quickly brought back to order by the wise judge. 











“Yes, this is fun," proclaims the judge. Smiles, as 
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he problem with drinking to forget is that when 

| you wake up you remember. (Well, actually, if 
want to forget, then you keep drinking afterwards, 
it's possible you'll forget it all. But RedEye wouldn't 
recommend it.) (Particularly in charge of a 
videogame motorcycle.) (Regardless, it didn't work.) 
The problem with drinking to forget is that the next 
moming everything reappears In homific, single-beat 
flashbacks. A teenage gir whispers In RedEye's ear. 
The motorbike veers sharply to the left. Unrgh. 

Xbox Live is live, at least for the privileged few 
all over Microsoft's pristine servers. The kit consists 
of a hideous orange memory card which houses 
your login detais, a lightweight headset which ай ber 
those born to do telesales will find initially confusing, 
and a CD containing trial versions of hacked! and 
MotoGP. Accompanying it are a sheaf of notes 


explaining how to connect your box to the Internet 
and what to do when things go wrong. It does not 
contain a guide to online etiquette, which could have 
Of course, online anthropology Is probably 
second nature ta Microsoft given its background. 
RedEye is not much of a PC gamer - life's too short 
for the aggravation — but he has tried to play 
Counter-Strike, and it is difficult to involve yourself in 
a community so intent on keeping outsiders outside. 
The onine gaming community is notoriously 
mind, RedEye makes a pact with himself to try 
harder this time. To play nicely. 
including 'Dark Lord’, ‘Robot’, ‘Big Man’ and, oh, 
joy of joys, "Teenage Girl’. In theory this means 
people won't be afraid of letting others hear their 
voice, since it won't be their voice — It will remove à 
to strangers. In practice, it will mean a thousand 
teenage boys all pretending to be teenage girs 
hitting on a thousand teenage robots who are really 
They're ail Big Men, naturally. 
Hera is a transcript of his first conversation in a 
MotoGP lobby, in full: 


"Sup." 
"Sup." 
"Sup." 
"Sup." 
And so on, in robotic Californian accents, until 
RedEye flicks on the green talk light, and goes for it. 
“Uhm,” tentatively, "... sup?" 
There is a pause, a hiss of pensive static. 
^Whaah. Who's the English guy?" 

"Whaah. Heyhey. Looks like we got ourselves 4 
And so on, and okay. So RedEye suddenly 
Of, and on again as a Teenage Girl. Because if you 

The thing is, it doesn't quite sit well with RedEye. 
Perhaps it's the voice testing part that's really 


REDEYE 


A sideways look at the videogame industry 


Own voice, then hears it echo back through the 
headphones a few seconds later in something close 
to a narcissists dream. RedEye Is a narcissist of 
some repute, naturally, so he spends a few 
moments talking to himself. "You know, I've always 


weapons in super-crazy levels. The action, such as it 
is, Б Viewed from thirdperson, as the character nus 
around trying to hit the other players. That is it, ай, 
everything. Although it tries very, very hard to be 

"S0, hey, you pretty things." RedEye в really 
think of the game?" 

"It's an okay game," asserts one player, wildly 
swing a baseball bat at RedEye's rabbit avatar and 
missing, his monotone voice betraying exactly how 
exciting Whacked! gets. 

"Yes, it's quite good | guess,” adds his comrade, 
hypnotised by routine. 

"Hmm, okay." RedEye's voice filter masks his 
disgust, and he makes for MotoGP again. “See you 
later, honeyz." 

Then memores become a little more fractured, 





is synaptic reconstruction. RedEye jons a group of 
15 other MotoGP racers. All of them are playing in 
Stunt mode, where points are gained for knocking 
other players down and completing sections of the 
course cleanly, It is a mostly friendly affair, since the 
accidental first-corner takedowns that inevitably 


“The thing about racing human opponents is that you always care. 
You loathe the person in front and the person behind equally” 


The vodka makes things sit better. It's worth 
mentioning at this point how absolutely unforgettable 
MotoGP is online, The thing about racing human 
opponents i5 that, regardless of where you are in the 
field, you always care. If you are playing offline, it is 
difficult to resist restarting when you're 14th in a 
group of 16. Online, you loathe the person in front 
enemies, and 13th may as well be first and 15th is 
just about last. You want one, fear the other, can't 
stop playing and gioating and listening to robot 

But anyway, back to being a teenage girl. This 
time on Whacked!, with more vodka, but still not 
enough to make it resemble anything approaching 
an acceptable дате. In Whacked! you play one of 
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happen in straight racing are now part ol the game. 
And thus, in all the excitement and grease and the 
rough and tumble, RedEye embarks upon his first bit 
of girly online trash talking. 
“YOU guys are better than my last boyfriend, he 
"Oooh, baby, looks like you need stabilisers." 
"Kiss chase sucks, you never get caught. Maybe 
I'll go play with some real men." 
your Prom Queen!" 
It is only later, when it transpires the voice mask 
в not switched on at all, that the drinking starts in 


moments, but oh, to forget. 
RedEye is a veteran videogame journalist. His ; 


views do not necessarily coincide with Edges 





poet once wrote of “the fascination of what's 

difficult." and there is doubtless a similar 

attraction in wrestling with a videogame. One 
at the mediums core satisfactions is that of 
interacting with a complex, dynamic system whose 
various interdependences can be manipulated by а 
siilful player. But is more complexity always good? 

It's true thal we need a minimum level of 

complexity in any game lor it to be interesting. 
Noughts and crosses quickly becomes boring 
because It is combinatorially trivial — you can see ай 
the possible games quite quickly. Move up an order 
of complexity to something like Connect 4 and you 
have a very entertaining, playable game (even 
though It has been officially solved’ by brute-force 
computing). Add another order of magnitude to 
arrive at something like Othello and we begin to talk 
of deep strategy, in a game which still only has а 
handful of very simple rules. 


This last example reminds us that there are two 
iS, firstly, a sheer numerical quantity of optons or 
commands, as with a board game that is festooned 
with different cards and counters, or the kind of 
strategy videogame that boasts of its enormous 
variety of resource types, maternal, etc. Let's call this 
surface complexity. Secondly, there is the complexity 
that arises from a perceived depth of possible tactics 
or strategies, which can emerge from a very simple 
set of initial rules. Call that deep complexity. 

Robotron 2084 has a simple design, combining 
eight-way movement and eight-way firing with 
remarked on the emergent deep complexity of his 
play it, "He was using tactics | never imagined, 
strategies | didn't think possible." And the western 
paradigm of the complex дате ls still chess, which 
has a small set of simple rules but lmitiess tactical 
was a hugely entertaining evering playing Соп! 
Desert Storm on Xbox in cooperative mode. Now 
any aficionado of the numerous classy squard-base 
combat games developed on PC is likely to look 
down his nose at what he perceives as a travesty of 





Storm is terrifically enjoyable. 
implementation of a sniper rifle since GoldenEye, It 
gives a strong illusion of tactical freedom: you want 
me to sneak into that hangar and plant C4 on the 
MIG when it's crawling with enemies? Sod it, you 
open the hangar door and rl just fire a rocket in 
there, The fact that its soldiers tend to walk in а 
somewhat constipated half-stoop, and sometimes 
have trouble following a straight line, can be forgiven. 
abuse at each other — "Okay, you snipe from up here 
and cover me while | run across the bridge to plant 
haven't you?" "That's me you're shooting!" 

The fact that the command system is so 
manageably limited could be argued to be a virtuous 


simplification, given that the player also has to worry 
about who has the right weapons to do the job, 
where the shekh is, which office block conceals an 
enemy sniper, and whether you have time to deliver 
a medipack to your loveable cockney SAS cornrade, 
groaning somewhere іп an alleyway. Now, | am not 
arguing that surface complexity and depth 


complexity is much easier to advertise. If a developer 
can point to a wide range cf commands and altions 
and call them ‘features’, that is much more 
understandable to a publishing suit thàn some 
vague hand-waving about how the game is, like, 
really complex and satisfying once you get into it. 
One game that does revel in surface complexity 
is Deus Ex, with its bewildering array of biomods and 
skil enhancernents, which are the game's primary 
selling point. But these are arguably not essential. 
What makes the game so compelling is its Illusion of 
absolute freedom to tacide situations in the way you 
choose. Of course, if you choose to specialise in 
lockpicking then you'll need fewer lockpicks to open 
а given door, but when playing through the game 


again recently on PS2 I couldn't be bothered to 


experiment with different upgrades and replay levels 
to see what effect they'd have. The game is already 
sufficently long and rich in tactical incident. 


TRIGGER HAPPY. 





Developers are deciding that less is more. 
sinpped of imelevant surface complexity. While 
Quantum Redshift's limited weaponry makes races 
more tactical, as you decide whether it's worth falling 
back in order to use the homing missile on the guy 
who's on your tail. And we all know the kind of mind- 


*Just when you're thinking that simplicity is the new complexity, along 
comes Steel Battalion, with its twin-stick, three-pedal, 40-button controller" 


complexity cannot coexist: clearly, they can. But ina 
context of sociable action gaming, any more surface 
would act as an obstacle to immersion. If we'd each 
had to read a manual and mermorise 30 different key 
hour. The extra tactical depth that such an increase 
Note that this isn’t at its core a PC-versus- 
console argument. There are console games with 
Surface comptexity but Ile depth – such as Ratchet 
& Clank, with its impressively large variety of gadgets 
and weapons, but insufficient freedom to use them 
in creative ways. And there are PC games, such as 
Sericus Sam or Gridrunner++, which offer rich 
simple components. What is obvious, is that surface 
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But just when you are thinking that simplicity is 
with its twin-stick, three-pedal, 40-button controller. 
Cunningly, while revelling in the complexity of its 
be used in the rest of that session, but t sure feels 
good to flick them, This is surface complexity 
its over-the-top arandeur makes you hope that 
Steven Poole is the author of "Trigger Happy: 
The Inner Life of Videogames’ (Fourth Estate). 
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he other day, | had an argument with a fellow 

creator. It began quite casually The theme of 

the conversation was "What will be essential 
for games in the near future?" The creator's 
response was, "Simple. Stimulation. This will be 
necessary from now on." I didn't understand what 
he meant so | asked him for some examples. He 
started to list some basic thames, such as horror, 
violence, love and so оп, but while he was making 
his point, | stopped him. “What about speed, the 
simple joy of accomplishment in cleanng a quest?" | 
asked, "Do they not count as stimulation as well?" 
He replied in the negative, and | asked why. 

His response was interesting. He replied that 
these were only simple tools to enhance the initial 
stimulation, A rush of speed or the thrill of 
accomplishment are just tools to further impress, for 
example, the horror of a situation. While | thought | 


AE 
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satished, and later | returned to the discussion... 

"Don't you think that horror or violence could be 
soen as simple tools as wel?" | asked, “Don't you 
think that what matters is after?" 

"After? What are you talking about?" ha replied. 

"Wall, {or example, the message? Family. 
friendship, love or a prayer for peace." 

And he laughed! “| explained to you. It is all 
about stimulation. There is no stimulation in love or 
prayer. Don't you agree?” 

"No na, no," | reacted, as strongly as he had to 
me. “What you're talking about is at least a way to 
accomplish something, isn't it? What | mean is...” 

And it went on. The conversation was not very 
conclusive. Reacbon to reaction, no end in sght - an 
argument. | felt | didn't express myself strongly 
enough, but he was very clear in what he thought. 

Now that I'm thinking about it again, | can 
explain what | meant, say what | should have said 
before. It is not as simple as ‘stimulation’. There are 
separate things: what you need in the game, what 
you want the player to feel, what message wil be 
included. In each of those basic steps | wanted to 
locate the necessary elements, and work out the 
most effective way of making the entire process 
successful, | thought that was clear before, but | was 
angry too, and that clouded my thoughts, and so 
yes, | was partly responsible for what happened. 

However, [уе noticed that this notion of pure 


Toshihiro Nagoshi, preside 


stimulabon is becoming more common in the 
about it, and those closest to me, my entourage, 
have also been discussing it. Personally, | think that 
the origin of the movement is Grand Theft Auto i, 
and the fact that sales for it have skyrocketed. The 
figures are indisputable, but | think it's wrong to think 
that, just because of that, we all nead to adopt this 
trend. Popularity is not linked to that kind of 
stimulation; people are not buying it because there's 
horror or violence Іп the gama. It's nonsense, and if 
we just imitate that, then | fear for the future of tha 
games industry. We have to think carefully about our 
next step. if not, | don't see any real future for us 
The problem is that when a дате Is a hit, more 
tities like (t will inevitably follow. There is not much we 
can do about that, because sales drive game 
development. But in a sense it's not all negative, 


on that successful genre and help it develop further. 
But in the case we're looking at, the point is quite 
different. | mean, here, if we take what people feel 
has sold СТАЙ and develop games accordingly, 
then we're approving the development of violanoe 
into higher, even more obscene levels. I'd like to look 


violent ways of solving problems. Without this, the 
criminal focus would have not been possible. 4 

To make a word where everything is possible to 
fulfil objectives, means you have to break the existing 
rules in games and deliver something new, which 
means more technical expertise and work. That was 
their concept, and they did it. In that way, | 
understand their reasons. Their objectives are 
understandable but, on a personal lavel, I'm not 
comtortable with the result, The content is too rough 
for me. Of course, It is just my own opinion. 

Personally | can't make something thinking, 
"This is à game, so it's not real." | think that because 
games are not real you have to respect things. | 
keep this policy in ай of my proects. Yes, games are 
fictions, but the industry is now so big and influences 
everyday life so much, touching users sensitive to a 
iot of things. That's the situation we're in. So 1 think 
you can't justify things by saying, “It's only a game." 
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And | wonder what СТАЙ! would have been like if 
the developers had a negative approach to violence 
| believe we could have ended up with another great 
game, but maybe it wouldn't have sold as many 
Copies, or made this instant stimulation factor, the 
trend the other creator was telling me about 


“| wonder what GTAIII would've been like if the developers had a negative 
approach to violence. Maybe it wouldn't have sold as many copies" 


at that in more detail, but first, let me explain to you 
what | think about С TAIN 

First, | was so very impressed by all the 
The main surprise for me was the ‘break the rules” 
focus. It sounds like a simple concept, but the level 
of liberty included in the game hides an enormous 
technical achievement. And lots of work. 

But still they cid t. The game's framerate is not 
optimised and suffers in some parts of the game, 
but it's not something you would give any real 
attention to while you're playing. | was so impressed 
by the freedom. Playing it, you understand what they 
wanted to achieve: “To fulfil the objective, by any 
means possible", They wanted to create a world that 
allows that kind of freeform thinking, and to build that 
world they had to include this brutality, and put it in a 
positive light = to drive the player to think of new, 
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Gamers are sensitive to trends, for sure, but so are 
developers. “What kind of stimulation factor will we 
be able to enjoy next?" we ask. "What kind of 
stimulation factor wil people want next?” Violence 
But violence, or any other ‘stimulation factor 
won't make a game. That way of thinking is wrong, 
because games are more than just a ist of factors: 
| believe they have infinite possibilities and can deliver 
a better experience for users. We need more feeling 
n games. Stimulation and feeling sound similar but 
they are very different. Stimulation is instant whereas 
feeling remains. | always take feeling into account, 
and stimulation is only a route to this. That's the way 
| chose as a creator, and | work extremely hard to 
make it possible, See you! 


Toshihiro Nagoshi is president of Amusement 
Vision, formerly Sega subsidiary Soft R&D #4 
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Tokyo's Akihabara district. Its name is Asobit 

City, and it's part of tne Laox group. The 
store offers all kinds of entertainment products, 
including games for both PC and consoles, manga, 
anime, D'VDs, toys and so on. It is really a true 
monument for those who are part of the Japanese 
‘otaku’ culture, Maybe that could sound а litte bit 
negative but, in a way, this is the first department 
store for the so-called otaku. 

Anyway, | went along to the grand opening of 
this store — my colleagues and | had to cover it for 
the magazine you understand, although perhaps 
you might want to call us otaku too. Many events 
had been scheduled to mark this huge event, 
Including a big game of something like bingo. 
Among the prizes there was some very appealing 
stuff; including game consoles. We didn't win 
anything, but the next day one of my colleagues 


^ gigantic new store opened the other day In 


returned to the store, іп theory simply to report on 
how It was doing. The store was extremely popular 
apparently, but that was not the reason for his large 
smile, or the big bag he was holding. What the hell 
did na buy? When | asked him, he replied 
sheepishly, "I wanted an Xbox." 

People who don't own a PlayStation2 have a 
perfectly valid reason to buy the Xbox — thay want 
to experience videogames. Everyone else... well, 
why would they bother to buy-a machine that is so 
hard to get games for over here? However, this 
person already has a PlayStation2; he bought the 
Xbox, and told me the following thing, "I just 
wanted a second hardcore platform." Everyone 
knows the Xbox ls struggling badly In Japan, and 
it is equally perceived that the PlayStation2 and 
GameCube are selling with, to use an otaku 
phrase, the warp engine engaged. My colleague 
told me that Xbox was selling a lot, too. Well, | 
knew he was telling a little bit of a white lie, but it 
made feel happy anyway. 

On February 22, 2002, the black ship arrived — 
just like the seafaring vessel that arrived from 
America at the end of the 18th century, marking the 
end of Japanese isolation. All the coverage in Japan 
was centred on this parallel, as well as the fact that 
Microsoft (whose PC simulations are popular hare) 
was coming to the console market. But, as we all 
know, the system experienced difficulties. 


It's worth making clear at this point the state of 
Xbox sales in Japan. According to our sister 
283,936 units (those figures were gathered between 
September 16, 2002 and October 13, 2002). The 
Xbox has been on the market for about six months, 
half a year, and it has failed to even cross the 

As far as the software is concerned, the best 
selling дате in Japan is Tecmo's Dead or Alive 3. 
The official fiqure for this title is 166,067 copies sold. 
For the worldwide hit Halo, the game struagied to 
sell 67,948 copies — not particularly bad for a 
western firstparson shooter, but a disaster for a 
consoles flagship title. That gives you some idea of 
the current plight of the Xbox in Japan. 

So let's be honest, it's far from positive news for 
Microsoft's console — at least if you look at the 
figures alone, which show that the machine just isn't 


selling sufficient numbers in Japan. However, | have 
tha feeling that, even now, there is a gently arowing 
interest about this platform around me. Why Is that? 
The answer is simple. It looks like there are more 

exclusive tites on Xbox that appeal directly to a very 


You see, it seams to ma that the Xbox is fast 
becoming the focal centre for hardcore gamers h 
Japan - | told you the audience was special. Now, 
l've played Sega's Crazy Taxi 3 and Capcom's Tek. 
Both games are immediately enjoyable and capture 
the player's attention when you experience them for 
the first time. This is a strictly personal impression, 
but the Japanese player is not someone who iudges 
a game by its visuals, he is someone who 
experiences whole-heartedly, who invests something 
of himself into the experience. In my division at work, 
Гат surrounded by numerous ‘veteran’ players, and 
the feeling is that they are bored with PlayStation? 
and GameCube games. 

Actually, perhaps it's not just my opinion. The 
truth is that the PlayStation2 is widely enjoyed as a 
DVD player, And the GameCube has many 
appealing titles in development but they're taking 
quite a long time before they appear on the market. 


TOKYO GAME LIFE 


Kojima. assistant ¢hilef editon “Famitsu Wave DVD 





| want to enjoy an action game right now. | want to 
be piloting a gigantic military robot using this crazy- 
as-hell, giant controller. In that sense, that the Xbox 
is slowly becoming the focus of the Japanese 
hardcore may not sound crazy after all. It has exactly 


"At work, | am surrounded by numerous 'veteran' players, and the 
feeling is that they are bored with PlayStation2 and GameCube games" 


Among those coming titles you'll first encounter 
Tecmo's Dead or Alve Xtreme Beach Volleyball. 

Its quite a game, one which, almost uniquely in 
terms of Xbox, has had a true impact on the 
Japanese videogame press. At the time of writing, 
the game is scheduled to be launched іп the US on 
January 1, 2003 and Japan on January 23, 2003. It 
should do a good job of really helping the sales of 
Xbox in Japan. 

Then theres Namco's Break Down, a game 
scheduled for a release n summer 2003. It 
appears to be an action fighting game in which you 
fight only with your fists. And, of coursa, there is 
Microsoft's cutesy platformer, Blinx: The Time 
Sweeper, whose character design should appeal 
to the Japanese public, and Sega's Panzer 
Dragoon Orta, which has a very well respected 
history in Japan, And I'm sure there will be more 
exciting titles to launch after that. 
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So, the Japanese ratings are in place. Xbox Live 
is in place. Japanese players can now enjoy games 
from outside the country. And, little by little, Microsoft 
is introducing some genuine triple-A, must-have 
titles. When | think about all of that, | become more 
convinced that people who have, up to now, had a 
negative impression of this console may soon 
develop a rather more positive opinion. 

Instead of talking negatively about Xbox and its 
current struggle in the east, | think we should start 
focusing on the unique дате experience that it is 
capable of bringing to us in Japan. And, with that in 
mind, | firmly believe that the time when the three 
consoles - PlayStation2, GameCube and Xbox - are 
able to sit next to each other in otaku homes is 
getting closer and closer. 





Lupin Kojima is the assistant chief editor of ‘Famitsu 
Wave DVD", part of the Famitsu publishing portfolio 
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most wanted Taking online communion Network Biohazard (PS2) 
Eve Online (PC) 


(box, PS2, GC) 


F-Zero AC/GC (Arcade, GC) 


` [GamaCubs) Nintendo 
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Prescreen Alphas (various) 


(Xbox) Tecmo 


(GameCube) Nintendo 


(Xbox) From Software 
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The survival horror game 


dynamics: in 





ок Bionazar 


merges with disaster movie 'group 


Capcom's hotly anticipated online zombie romp 





Groups of players have to join together to 
combat the swarming zombie foes. However, 
four qun-toting machos won't get you very far 





Ue 


hen SCEI announced its broadband 
plans back in February, one of the 
L  . | most enticing demos on offer was 
Biohazard Online. Although present merely as 
a video snapshot, the sight of several 
STARS. members gunning down zombies 
and chatting onscreen was enough to pique 
the interest of the attendant press. 
since then, it's been nothing but bad 
news. The online service is not proving as 
successful as Sony hoped, mostly because 
its killer app, Final Fantasy Xl, has failed to 
capture the imagination – 
disposable Income — of Japanese gamers. 
Then came Biohazard creator Shinji Mikami's 
decision to abandon PS2 development in 


and regular 


| 


“Importanti ly, „Са apcom IS av ware 


that the cost of online gan nin Ig 
has been a major сора Р 
towards consumer apathy’ 


favour of GC, taking the survival horror series 
with him. Fortunately however, Street Fighter il 
legend Noritaka Funamizu has stepped in to 
take over the PS2 project, now known as 
Network Biohazard, and the great man has a 
strong vision for the title. 

Set in Raccoon City in a time frame 
parallel to that of the original PSone 
incamations, Network Biohazard allows you 
to select one of eight characters all desperate 
to escape before the US government 
incinerates tha town to stop the spread of the 
Tis. In this race against time, players get 
into groups of four, expionng and solving 
puzzles while fighting against zombies and a 
new underclass of bandits intent on making a 
living from robbing other survivors - Capcom 
obviously nas a keen understanding of 
human psychology. 

Each of the eight characters has different 
skills and abilibes, which will affect the way 
you play the game, So it's important to create 


a vaned group. Four RPD commandos might 
have enough firepower to decimate an entire 
undead army, but the collective will lack other 
skills and areas of expertise necessary to 
ensure survival. Adding to this interplay, every 
character has objects they can and cannot 
use, so close cooperation Is vital. There's also 
a sense of physical as well as intellectual 
interchange — it's possible to grab other 
players and haul them up on to high ground 
with you — or carry injured comrades. 
Funamizu-san is determined to make this an 
action-orientated experience, avoiding the 
chat-heavy ‘gameplay’ that's developed in 
РРА (though it will be possible to 
communicate via keyboard). 
importantly, Capcom is aware that the 

significant cost of online gaming has been a 
major contributor towards consumer apathy. 
With FEX/, potential players have to buy the 
game itself, a hard drive, a keyboard and a 
modem. Then they have to subscribe to Play 


Network Biohazard takes the franchise back to its 
grubby Raccoon City roots. Back to stark urban terror 
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Funamizu-san at the helm, Edge suspects al 
is in hand. And - Gun Survivor as 
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when has Biohazard ever let us down? 


Publisher: Capcom 
L T [эш FERE In-house 
Опат: Japan 
Hülaase: 2003 


Players start the game isolated, but must meet up with other 
players as they go along. Not all enemies will be this easy to 
dispatch one on one. It's good to see the gore factor remains high 








А massively multiplayer Elite has been something o 
for online developers. Finally, it appears to be оа 
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The 3D radar display in the bottom right-hand corner of the screen bears a marked resemblance to the 
system used in Elite. Eve Online also features upgradeable shields - something familiar to Elite veterans 





The game features an enormous range af 
weapons and items with which to upgrade your 
craft. You'll have to earn the cash first, though 


r— —4 n December last year Edge visited 
| embryonic developer CCP as it 
|__| began beta testing something of a 
fantasy for veteran Gamers everywhere: a 
massively multiplayer take on Elite. Now, new 
details are emerging, fleshing out the 
intriguing concept. 

Eve Online revolves around five 
contrasting human colonies, based millions of 
light years from Earth. The game allows 
100,000 players to inhahit a "fully 3D" galaxy 
made up of 5,000 solar systems. First, 
participants choose which of the races they 
want to belong to — Amarr, Caldari, Jove, 
Minmatar or Gallente. All have their own 
characteristics. The Galdan run a heartless 
capitalist state, for example, while the Jove 
are a mysterious and elusive micro-sect with 
stunningly state-of-the-art technology. 

Next, subscribers select from a variety of 
prafessions including trader, pirate and space 
soldier — the options available differing 
depending on which colonial race you went 
for at the beginning. From these foundations, 
it is possible to develop new skills, explore 
new areas and update your space craft. 


Edge | Is not yet sure if you'll be 
able to trade in slaves and 


narcotics, a 


la David Braben's 


BBC classic, but we can hope" 
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Sixty models ara on offer, together with 
dazens of accessories, including weapons, 
shields, sensors, e 
by carrying out missions set by NPCs or by 
joining and doing work for the huge 
corporations set up by groups of players. 
You'll be able to apply to the latter via the 
game's multifaceted communication system 
which employs email, message boards and 
instant messaging. However, there's no word 
on voice comm support yet. 

As in Elite, there is a simulated economy 
at the heart of the action. Here, players can 
invest in various corporations, the value of 
which increase and decrease as trade 
occurs — just like in real life. Edge is not yet 
sure if you'll be able to trade in slaves and 
narcotics, a la David Braben's BBC classic, 
but we can hope. 


;. Cash can be gathered 


Cable and Wireless will be running the UK 


arm of the Eve Online service, witn 60 
dedicated servers and an expected monthly 














charge of around $12.95 (£8.14) or $10.95 
(P56.88) a month if you commit to six months. 
With the developer promising a combination 
of Еее trading aspects with Wing 
Commanders fight combat, all in a sustained 
(and rather gorgeous looking) universe, this 
seems more than reasonable. 

With those lovely visuals, a clearly well- 
thought out structure and plenty of beta 
testing behind it, CCP could be on the verge 
of installing the next essential massivey 
multiplayer experience. In addition to Elite 
fetishists it will attract those who find the 
fantasy worlds of Шта and EverQuest 
unpalatable. Of course, the key concern IS 
security. Just how long will it be before 
misanthropic geeks hack in and start 
messing with the system? The world of 
Elite was lonely, but at least you knew there 
was no chance of a hacker from Idiotsville, 
Texas bringing down a Thargoid 
invasion fleet on your ‘Боту ass’. 
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There are around 60 different craft types in the game. Your chosen profession will probably guide you 
in your choice: traders will need storage space while pirates will need fast ships loaded with weaponry 
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ег Crowd Control Production 
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These quite astonishing screens hint at epic space battles 
within crowded star systems. Expect to find out whether the 
promising gameplay matches the visuals in a future issue 





Formal: Xbox, PS2, GC 


" TO 21 Pu biisher: Vivendi 
' Developer: Blizzard and Nihilistic Software 
Е Origin: us 


` Release: Winter 2003 


Blizzard returns to its console origins for a radical new take on the multi- 
million selling StarCraft franchise. RTS obsessives should look away now.. 


etting out Its console ambitions from 


c | the start, Blizzard made the decision 





to announce its latest StarCraft title 
at the Tokyo Game Show, rather than the 
more PC fanboy-fniendly E3, which took place 
just a few months before. StarCraft: Ghost, 
you see, is no RTS. 

Hevolving around the StarCraft universe 
and its v watring factions, this latest addition 
features Nova, a 'Ghost' operative with 
enhanced physical and psionic abilities. 
Employed by the Terran Dominion (one of the 
three tribes of the onginal game), she/you 
must engage in a range of stealth missions on 
various planets as war rages all around. 
Essentially you're taking on a single role in the 
StarCraft system, rather than overseeing the 
whole offensive. However, Nova is also able 
to arrange back-up, calling in air strikes and 

ending out for armourad vehicles, There 
are also occasions where fighting occurs all 
around Nova while she's completing a covert 
objective Den: perfect diversionary 
fodder for a sneaky agent. 

So Metal Gear Solid meets Dynasty 
Warriors, in space? More or less. But there 

are plenty of new ideas. Nova can use h 
Ghost suit augmentations to travel at 
supersonic speed, and the outfit aleo doubles 
as a cloaking device. Sha can also employ 
har psionic powers to lock-down enemy 

vehicles, Naturally, there are plenty of meaty 
weapons, including all manner of mega-quns 
and more steaith-friendly knives. Judging by 
the materials shown at the TGS press event, 
Nova is something of an athiete, climbing, 
jumping and edging along walls, ladders and 
cables. As well as calling out for vehicular 
support, it seerns that the adaptable femme 
fatale is able to pilot a number of air and land 
craft. An impressive CV all round then. 

Long ago, before the big PC hits, Blizzard 
started out as console developer Silicon & 
Synapse, with titles such as Lost Vikings and 
Flock ‘п Roll Racing on the SNES and Mega 
Drive. The company, then, seems determined 
to ensure Ghost is not viewed as some hal- 
baked spin-off from its PC-based StarCraft 
behemoth. Certainly the screenshots are 
impressive and if the gameplay can capture 
the feeling of being one figure in а massive 
warzone, it should be a unique experience, a 
real shot in the arm for the stealth canon. 

It seems that game desian is becoming 
mora like bio-engineenng – taking DNA from 
different genres and re-animating them. 
StarCraft: Ghost looks to be one of 
Frankenstein's more promising monsters. 
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This close, thirdperson environment reveals the radical change in 
direction Blizzard has taken with its latest StarCraft title. However, the 
characters, weapons and vehicles will be familiar to fans of the series 








Nintendo's futuristic racer is set to return in 
Nagoshi-san reveals new demo footage, It’ 


| апег this year Nw 


"и т | 



























of the coin-op at TIGRAF 


those in F-Zero X on N64 


Amusement Vision's take on F-Zero is suitably 
gorgeous to look at with vast futuristic 
environments looming beneath the circuits. 
The layout of the tracks has been designed 

in such a way as to create ‘rhythmic’ play 





There's a new thief in town apparently. He seems to have 
the rather unfortunate habit of dying repeatedly though 


Sucker Punch simply doesn't seem to have 
matched the rewards to the risks in this early 
build of the game, but hopefully this will be 
amended for the final release. In amy case, the 
lovely visuals should offset some frustration 





Sudden death is always just around the corner for 
Sly Raccoon, which seems strange for such a 
well developed (in videogame terms) character 


tende 
project to revive the form 
ling an 


GameCube equivalent. Recently A's 


featured talks by leacing videogame publishers such as Namoo [promoting 
MotoGP 3, Ace Combat 5 and a new racing game featuring real GT сага), 
Capcom and Sega on the final day. 

The demo showed the classic racer clearly benefitting from Sega's 


arcade racing know-how. The rollercoaster-style circuits — similar perhaps to 


heat haze. Cyberpunk cityscapes sprawl below giving a similar sense of 


Format: Arcade, GC 
^ Amusement Vision NCL 

Jrigin;: Japan 
Release; 2003 


Lialope 


Previously in E115 


n 15 


izing up well for the job 


and 


2208 announced an ігі jomi 
аг F-Zero franchise, with Amusement 


> |^ = Реа ma may oe 
VETO аги NOL мог on The 


loshinirn Nagoshi revealed a new video 
Tokyo Intemational CG festival, which 
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ihe new 


Plummet by in a flash of dramatic lighting and 


depth to Ireasuress latest shooters. It's incredibly 
beautiful and incredibly fast = speed, untethered 
Dy Inchon, has always been a key hermê of the 
senes Now it seems technology has fnally 
caught up with that моюп. interestingly, Nagosrhi 
san began his presentation by reminiscing Over 
Daytona LUISA. The new F-Zero seems to have а 
tinge of that game's attitude. With talk of memory 
card data swaps between arcade and GC 
versions the two are obviously being developed 
in close conjunction. Could this be the 
beginning of a beautiful friendship? 





The latest video demo revealed plenty of 
impressive spot effects including haat haze 
and light trails behind the speeding crafts 


Format PlayStabonz 
Рипа SCEE 
Developer. Sucker Punch 
Jrigin: US 

Невада: January 2003 
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part fram the new name, not much has changed about Sly 
| Raccoon since Edge last saw it, It remains visually resplendent 





But strangely for a game that seems to be aimed al a relatively young 
audience, it also maintains an unusually harsh insistence on killing off its 
lead character at every available opportunity. Which seems rather a waste 
of all the effort that's clearly been devoted to the Saturday matinee/cartoon 
aesthetic of the game - though perhaps Sucker Punch is hoping to attract 
an "Itchy and Scratchy’ demographic 

Levels are overwhelmingly впеаг to the point of having start them again 
from) scratch if you miss certain pick-ups, which can get extremely frustrating 
- AS can the one-hit kill obstacles that pepper the courses. It is possible, бу 
picking up a lucky horseshoe or 100 coins to get 
a second chance, but it's an undeniably cruel 
structure for a genre that's become a lot kinder 
over the years. 

in other ways though, Sucker Punch is 
on surer ground, offering enough leaning 
crawling and climbing to rival any recent 
platform tities. And with the likes of Ratchet & 
Clank and Bime The Time Sweeper offering 
Varying degrees of disappouitment. the game's 
contident sense of style may campensate 


tor the slightly creaky mechanics 





While putting E118 together, Edge had the 
chance to witness a substantial segment of 
this new Biohazard instalment. No gameplay 
surprises yet but expect a review next issue 
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Developor Inhouse 


Capcom has revealed the game's Devil Trigger 
system: collect three pieces to form an amulet, 
giving you the ability to fiy, perform electrical 
attacks and a third, as yet unknown, option 





Viewed in thirdperson as you move frealy within 
stages, the action switches to firstperson when 
shooting the undead with the automatic arsenal 
available. Adventure elements are also included 


040 


Taito updates Space Invaders. Move sideways, 
shoot at а wave of advancing aliens, take 
occasional cover behind objects (eg cars). You 
can also upgrade your weapon and face bosses 





A Square production on an NCL home console 
after all, then. Action RPG, Zelda style, GBA 
controlled, fourplayer emphasis and plot 
focusing on crystals of first FF titles. Early 2003 


soper. in-house [SCEI) 


gas 








1А 
LES ҮГҮТ 
ar AMETE 
Fs Y 
FO ON 11:18 
E UA ——=—. 


un ЖУЛ 


ROME 


n 





] ү | » ^ N 
QE m ; 


The PAL version of the sequel to one of the most 
ingenious and (as pointed ош in Trigger Happy 
last month) criminally overlooked platformers 

of recent times is finally reviewed next month 
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m ublisher Square 
Dev Swope: Inhouse 


With FFXN not expected until end of 2003, this 
fan-requested FFX extension (there will no 
longer be two versions as previously expected) 
delivers a thoroughly evolved combat system 





Sorry, по new info = just new shots of cel- 
shaded goodness. As with previous Zelda titles, 
Edge will abstain trom testing the Japanese 
version, reviewing the US version instead 


lenerezza 


Format: Xbox, PC 
Publisher: Aquaplus _ 
Developer: In-house 
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А beautiful 3D RPG out mid-December in Japan. 
Possibly too young for Edge's audience but 
included here as an encouraging sign of the 
growing aesthetic diversity of Xbox titles 
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FPS set in ancient Greece incorporating puzzle 
elements, original weapons and mythology's 
considerable foes. "Shattering" technology 
allows high player/environment interaction 





The Getaway 


Format PlayStation2 e М 


Publisher: SCEE a 
Developer: In-house (Team Soho) 
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Cut-scenes are still execrable, Mark Hammond 
still looks like he's constipated, but the driving 
sections now show a great deal of promise. As 
for how it all gels, the review next issue will tell 





Format: Xbox, PS2 


Publisher Infogrames 


Developer: Lost Toys 


Eschewing the pseudo simulation approach of 
the likes of Tekki, Aquila is satisfyingly 
immediate, and looking highly polished at this 
stage. Shame the titular robot can't swim 
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Format: PlayStaton2 
Publisher: Konami 
Developer In-house 


A director's cut rather than a true sequel to 

the popular manga licence turned 2D action 
sidescrolling videogame. The major addition 
remains the introduction of twoplayer gameplay 
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War of the Monsters 


Format. PhayStation2 _ 
Publisher: SCEE 
Developer. incognito inc Entertainment/SCEA 

















One of the games that escaped Edge's attention 
at this year's ЕЗ but the idea of monstrous 
twoplayer encounters and mass devastation 
certainly appeals. Expected March next year 


Primal 


Format: PlayStation2 
Publishar: SCEE = \ 
Developer, In-house (Team Cambridge). 


























Technically accomplished, Prima! continues to 
impress since its E3 appearance, though Edge 
remains slightly concerned about the dynamic 
of the two characters. More on this next month 


ormat: Xbox, PO ея 
Publisher: Microsoft Game Studios 
Developer; Bugbear Entertainment 





Hey, it's a racing game! Repair your car, interact 
with other characters as part of the story-driven 
Career mode. Realistic damage, superior 

modelling, advanced Al, Xbox Live enabled, etc 
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Viewtiful Jo 


After the cel-shaded anime excesses of Auto Modellista, 
Capcom has obviously developed a taste for experimental visuals. 
Viewtiful Joe pushes the avant-garde envelope even further 





[A  ninteresting and much 


/i\\, discussed dichotomy паз 


design. On the one hand, advanced 
graphics technology has allowed 
developers to achieve greater and 


areater visual realism. On the other, It 
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birthplace nit-conscious visuals more powerful special moves and attacks 


fundamentally smple gameplay. 


resnonsiDe tor simitrty expenmenta меша Бгуе IS а Central compone 





c Ti А 
mech sim ekki- realised that the of ViewTITul Joe. Un a basic level tha 
genre Was overrrowded and OOOO game represents a metum to (ne сис 
to morph his proyect into an action skool a 21) side-scrollina fighter - like 


gams, мие гетагипа a DFAS, 5тукБас Greer] Berei viewed through some 


rhythm action aesthetic. Bringing kind of ketamine haze, But, you don't 
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Hideki as game director, Inaba-sar character, vou control the time/space 


hoped to replicate that successful novernent of the whole scene 
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combination of cool visual style and ising three functions: high-speed, 





GameCube 


beet Capcom 
In-house 
Spring 2003 | 


Japan 
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Viewtiful Joe's heavily inked background visuals reveal the American comic book 
influences that play behind the more obvious anime stylings, It's an effective combination 





slow and zoom, Self-evidently, the frst "You actually create each situation in the game, rather 


function speeds me game up — user 
when you're passing through a long than just experience it. You create the character's coolness, 


corridor littered with traps — "Crossing it in f it'll | | on А of | " 


at high speed will save you heavy 
damages,” explains Inaba-san. This 


mode aiso lets you perform high-speed manipulation elements became an and you see it's actually three fast 


attacks. getting in multiple moves on intrinsic component of the gameplay punches which can be blocked 
unwary enemies. Slow down works like was vital. "To let people act in realtime individually. There will be more 

мах Payne's bullet-time. It lets players n the game flow is something ver, maginative examples, Edge is sure 
read and react to fast enemy strikes challenging, not just technically, but in There's also a sense of creating an 
Finally, Zoom provides a close-up view terms of the ‘tun factor’. Why would ndividual experience for each player 


of the character, adding efficiency and players паме to use these features т Is depending on how they manipulate the 
power to attacks = although it's not yet there à chance you could get through footage. "You actually create each 
clear how. On top of inis, there are sing only kicks and punches’? There situation in the game, rather than just 


standard KICK, PUNCH, jump and dodge would be no рогі in releasing such а expernence it. You create the 
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the zoom, high-speed and slow options to attack with one unavoidable deadly the game running, But one thing you 


aren't just a gimmick. Ensuring that the blow. Slow the game down though, can appreciate is the singular look. 
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Enemy characters are apparently inspired 
by films rather than manga or specific 
sental shows, The environment is a surreal 
film wortd in which the hero's girlfriend is 
being held after a kidnapping. Original... 


he visual БӨ, IS a combination of 
Japanese superhero and American 
comic book. The former influence is 


OOVIOUS IN Joe's costume, the опто, 
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There's a hint of geek ness about 
this superhero lead, but the team is 
conscious of this and it's part of the 
werall determination to make Viewtiful 
Joe stand apart from currant industry 
vogue, "We are at a time in which 
realistic character design is common 


Male characters get cooler every time 


; F 
ind female characters more Sexy, Tor 
xample Под Xtrame Beach Volleyball. 
30 vou are stuck in these two directions 
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twas time to bring in something ne 
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Boss encounters end each of the eight 
stages, in a self-consciously old-skool 
structure. It's not completely linear, though, 
as each level offers multipla routes 
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snowing nim tuming into the next 


street. It's just one of the many SL 


effects in the game 


he ‘plot’, too, harks back to "BOs 
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In a strange blend of 2D and 3D, Viewtiful Joe's background environments rotate around the lead character as he explores. This spiral 
staircase [в a case in point. The old 'avoid the giant barrel’ trap shows Capcom's gameplay influences are unabashedly 'Büs 
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Sudeki 


Fabulous lighting effects, strong characters, sorcery, experience points and a 
fishing mini-game – Sudeki is everything you'd expect of a modem RPG. But, 
Edge discovers, it has an element that could leave Final Fantasy standing... 


Microsoft is serous about its long- 

term plans for Xbox, then consider 
this: Sudek 2 is already in production 
For Climax the game is a huge 
undertaking. For Microsoft its a 
franchising opportunity. 

Edge is lucky, in that its visit 
coincides with an inspection from the 
game's publisher and it's a splendid 
chance to put the game in some 
context. “We wanted a developer that 
could put its balls where its mouth 
was," comments Peter Connelly, 
Microsoft's program manager on 
Sudeki. “Climax had a vision and a 
strong portfolio. We wanted someone 
who could provide us with a quality 
RPG and the Japanese just couldn't 
give us the goods.” 

On further questioning about 
Microsoft's dire position in Japan. 
Connelly is more cautious, "We knew 
it was going to be difficult, and it 
turned out to be even more difficult 
than we anticipated." He changes 
tack, "But Sudek is generating a lot of 
exciternent with our Japanese 
subsidiary. It's just the sort of game 
that can be a console seller. That's 
what we're hoping for. Sudeki is not 
just a one off — it's going to be a big 
franchise." The notion that Microsoft 
couldn't find a Japanese developer of 
RPGs with faith in the Xbox hangs in 
the air, but Connelly won't be drawn 
on the subject. 

“We picked our batties carefully," 
comes in Joseph Cavalla, managing 
director of Climax Solent. “We know 
we're largely competing against Final 
Fantasy and Zelda. | think when we, 


| f you want confirmation that 


Format: Xbox 
Pubisher: Microsoft Game Studios 
Developer: Climax Solent 


Origin UK 
Release: Ом 2003 
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focus and work towards a common 
ambitions indeed. 

But building a franchise takes 
more than money and marketing. 
Thankfully, present evidence suggests 
that there's the body of a good gama 
to pin such big hopes on. Sudek has 
a team of 50 working on it, and every 
aspect, from the magic system 
through to the monster texturing is 
being produced with meticulous cara. 
The whole team works on the same 
floor ensuring that Communication is 
swift and there is clearly a good work 
ethic within a relaxed atmosphere, 
Looking around the Climax Solent 
offica — which looks out onto a 
redeveloped Portsmouth harbour = 
you might, for a brief moment, be 





Buki is the martial arts master of the team and her 
surfaces. Other characters will join your party of 
four and can be alternated at certain ‘rest’ points 
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The animation is impressive and the combo system fluid and intuitive. Camera problems still exist 


in tight spaces, but they're not nearly as bad as many finished 3D games currently on the market 


torven Tor Mimring that you ve 
entered a Japanese coding house. 


"Suge is the dd Gral for a lot of 


wes Cavaila. "It's 


whole team, The only problem we 
have is with the artists. Sometimes 
yOu Can қи Ine creatures SO quicidy 
thal you don't get to appreciate all ti 
work, that nas gone into them." 

i's clear, then, that Sudski has the 
team and structure behind it to make 
it stand shoulder to shoulder with any 
non-Japanese НРС, but can it really 
eclipse Fina! Fantasy? Again, the team 
is confident that the game's unique 





Don't expect the finished game to come with visuals of quite this resolution. However, Edge 
can safely say that the art style in the working demo Is excellent with American manga leanings 





nba! system wit set it apart TOM 


anything eise on the market, The title's 


onê true dam to briliance is that all 
the combat takes place in realtime. It 
тау seem ike a rminor detail but 

Edge can vouch that it changes the 
player's whole approach to the 
expenence. Think about it: no more 
dislocation as the disk loads another 
battlefield, no clumsy menu accessing 


and no more random encounters, Yes, 


hear it loud and clear: no more 


random encounters. 


Roaming holiday 

Encounters will be 'room specific 
Evan in the wilderness, areas are set 
арап — such as a Droge location, a 
craggy outcrop or the base of a 
waterfall = where combat will take 
расе. The placement of portals 
Sod ensure that (пе same senes ol 
Daties Wil not have 10 бе tougnt agar 
ine Only exception то Tis 5 when you 
go back searching for secrets 
Althouch the player is completely free 
tO roam баск througn locations 
already visited, the game has been 
aesigned to cut down on frustration 
minciless wandering and repetitive 


batties. іп this respect it's likely to бе a 


Quailtatively different expenence to the 


Final Fantasy games. 

Wnfettered from the constraints of 
turn-based combat the player now 
has a host of combos, special moves 
and magic effects to make encounters 
tense and interesting. Basic 
commands consist of A for a light 
attack, X for a heavy attack, B to block 
and Y to call up Spells or tems. 
Several three-string combos can be 

элес easily, win marry more 
becoming амайагие-ас characters level 

Edge &xpenenced the combat 
first hand, and gren that we played 


= wm mum mesh Кы 3 m 
sucn an early Gund, iT was engagrg 


nd satisfying. The camera behaves 
ees particularly well — especially gwen 
the enclosed architecture in which the 
batties were fought — and there's a 
IOCK-On to help targeting 

"We've really enioyed the tech side 

things,” enthuses Tuomas Pirinen, 

the game's lead designer. “We've built 


the combat and spell system from 
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press, ensunng that combat remains 


Frantic and fluid. But if the menu is 


a different we 


and dramatic. 


ачаа and Pirinen confide that 
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Oe, But Sudek is a more 
complicated beast. Although the 
player begins with ona character, 
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without interterence 


The four main heroes consist of 


lal, a young gifted swordsman with an 


“We wanted a developer that could put tts balls where tts 


a quality RPG and the Japanese couldn't give us the goods” 


Switching between the team 
members is simply a matter of 
pressing the black or white Xbox 
button, and Al strings control the 


nembers not in use. Yet cleverly, 


these Al stares can be chosen by Ine 


„К 
player (such as Support, Retreat or 
Focused Attack) and they become 
mora sophisticated as the cha 


gain expenence 


ы, =+ = 


i penchant for рі 3; and Вик, an 


antromorph [part animal, part Numan) 
with incredible martial arts abilities. 
Along the route the player will find 


к = 


Viasters who can be aned to tne 


characters to пас bulg up tier stats 


There will also be a raft of mini-games 


shooting 


a 


ошен, Ten 









< 052 









LR FARA A A MA \ 
' Aone MN Wat 
ANI NNI QUU 
i" ale Wl jM SOLE Y" T 
ANNE М W | Ny 


+ 


| \ а S MS 


MNA NASA dh 


LM 


Seen wc 


a 


E اکا کت‎ ААДА, ج ق‎ кылалы SSSA 


Р 
\ t 
Му, v nnm 


FETETTV ITTY FT 


ИИ 


elevated by an emphasis on sick and 
Satisfying combat. Each character such tried-and-tested elements, Edge 
even has individual powers (always only hopes that they are usad in the 
necessary for good puzzie solving). Tal game with imagination, Hopefully, this 
can push and lift heavy objects, Elco won't lead їс an over emphasis on 

is equipped with a rocketpack to lever pulling and maze wandering. 
reach high places, Buki can climb "Mora than anything we wanted to 
sheer surfaces and Ailish can see make it fun,” adds Eamon Murtagh, 
magically hidden objects. one of the game's designers and the 


There's nothing wrong with using 


"Some stringent focus grouping was done to find the 
game's perfect niche. ‘We tested it on teenagers and got the 


=“ 


writer of the storyline. "The characters 
respond like everyday people, there's 
none of this '| am Thor the Warnor 
nonsense. To enhance this we're 
using respected voice talent and 
recording the main scenes with all the 
actors in the same room, 50 it's much 
more fluent and realistic." 

This is not the place to go Into 


The four heroes must initially hunt out 
power crystals. So far, so clichéd. But 
Climax promises a plot with complexity 


massive plot explication but Climax 
promises to buck RPG tradition by 


Dnnging in shades of grey to the usual 
good versus evil formula. All will not be 
as it seems, is the official line coming 
out of the company. Edge later learns 
that some epic ‘Dungeons & Dragons’ 
sessions have fuelled much of the 
creative energy behind the plot 


Patron state 

As you'd also expect, spell craft plays 
a major role in the game. Along with 
magic that can produce proyectile 


attacks and aller concdilion states 


[such as cure slow) there are some 
OTT summoning spells. Each team 
member is capable of Summoning a 


‘patron’ spirit if he or she inks up with 
another party member. These spells 
are fabulous and powerful, provoking 
spectacular lighting effects and 
decimating rooms full of creatures. 
No, not wholly onginal, but pleasingly 
cathartic nonetheless 

Already, the prognosis for Sudeki 
looks ver y good indeed. This is 


unlikely to be another Nightcaster, 
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The music in the game is particularly striking 
and segues from the dramatic to the calm 
depending on the tempo of the situation 


but Its aisappeoiting fto hear tai 


Microsoft seems to have little 


intention of either exr oring mis game 


tO Japan or signing up a prominent 
Japanese HPG developer to help 


revive the Xbox in the east. cavalla 


acmis hat some simmnoent TOCLIS 


grouping was done to find the game's 
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response. More tits and asses was 


& j; Е - ка - 
Wnetner tis acvice was heeded 


or not isn't entirely clear, but Climax 
and Microsoft are focused on one 


audience: North Americans. екі 


may eventually get localised for Japan, 


but that such a move is not high on 
Microsofts pnority list 15. ТИГС 

if Climax can do for RPGs 
What MotoGP did for motorbike 
racing games, then Sudek! will be a 
stunning achievement. God knows 
the Xbox needs a successful RPG 
to bolster its blooming, though 


not stening, portio 
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The Spirit Strike skill is the most devastating in the game, capable of vanquishing hordes of enemies. It takes two to enact and the 
combinations — and resulting phantasmagoria = alter depending on which characters team up. As you'd expect, it drains all magic energy 
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Rich man, poor man, E: 


development is full of 
surprises. Risk 
everything for big gains 
or quietly acquire a 
shining reputation? You 
can make a lot of 


Hi! 
4 
Li 


Sai 


056 




















A game of skill and chance, 
videogame development is a 
risky business. Will you dare 
to take on the challenge? 


"m hy was | proud to be associated with Looking 
W Glass?" echoes Warren Spector. "So many 
reasons. For one thing, it isn't every day you find 
yourself surrounded by people so smart, so dedicated 
and so innovative. Everyone at the company, from 
[founders] Paul Neurath and Ned Lerner on down, 
was dedicated to advancing the state of the art in 
Start with money in your pocket and a fast car. What more EN o dn Pin HON аы een VG 
can anyone ask for in life = except a little luck? they responsible for? How many innovative titles 

e МУ" ЧАЛТ i did they release?" 

Looking Glass: pioneer, innovator, dead. 

Like the music and film businesses before it, the 
games industry's transition from small, hobbyist 
enterprises to the corporate behemoths, asprant 
middleweights and varied independent outfits of today 
has seen countless casualties. Include the innumerable 
fly-by-night prospectors of the Bbit gold rush, and the 
company death toll reaches thousands. Although the 
" past decade, it remains a particularly volatile, unforgiving 
Buy wisely, speculate shrewdly and program with flair. business. How many devcos are a misfortune or missed 
Success depends on luck and skill - just as in real life | 

> | £ — milestone payment away from oblivion? Too many. How 
m Шы many publishers are one dud launch or profits waming 
| ^ away from succumbing to an acquisitive rival? At least a 
few. While seeking to offload its new media 
possessions, Viacom once invited Electronic Arts to 
take a bite of the once-mighty Virgin Interactive, and 
what remains still bleeds to this day. 





Millionaire's Mansion or an early grave. developing a 
videogame can lead to fabulous riches or abject poverty 
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| canned by 
| publisher! 
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Glance at games charts from any year over 
the past 20, and absent friends stare back. A 
decade ago, Sensible Software launched its 
seminal Sensible Soccer, Blue Sky Productions 
(later to become Looking Glass Studios) finished 
Ultima Linderwortd for Origin, and Microprose 
and Domark published Civilization and 
US Gold were strong UK publishers; growing 
Alone in the Dark, published in the US by 
interplay; and Eidos worked with video 





with certain subjective qualifiers, naturally = 
as winners in the videogame business. This is 
nat their story. 
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Wheel of fortune 

A common opinion is that Looking Glass was 
not damned by any specific mestortune, but by 
several factors and events, "... like a man dying 
of cancer, suffocation, a car crash, a shooting 
апа immolation by angry bees simultaneously," 
as one forum post Edge read summarised. It's 
not that Looking Glass was necessarily 
mismanaged; the story of the time before its 
demise reads like litany of misfortune. 

Among other issues, its attempts to self- 
publish = especially with Terra Nova and British 
Open Championship Golf - led to significant 
losses, while the success of one thirdparty deal 
invariably seemed to be offset by the failure af 
another. Jane's Attack Squadron (née Flight 
Combat} overran its deadline and budget. and 
was canned: the promising Deep Cover was 


spiked when investment was withdrawn. With 
the company struggling to stay afloat Eidos, 
encouraged by the success of Thief and, later, 
Thief Il, made an early milestone payment and 
began initial negotiations to buy the devco. 
When this deal fell through, Looking Glass used 
its little remaining funds to pay staff — and with 
that valedictory gesture, one of the west's most 


revered developers ceased to be. А 

Casting his mind back to that May of 2000, 
Looking Glass graduate Randy Smith = now 
project lead on Thief IIl at lon Storm – 
remembers the shock in the office. “Most of us 
had no idea that we were about to close," he 
says. "Before 4pm, we were working away, 
making progress on our current project. After 
4pm, we were unemployed. Last-minute deals 
had helped save Looking Glass in the past, but 
most of us had heard nothing about the [then] 
current situation until the company was already 
closed. Having the company close so abruptly 
was pretty amazing. You really realise how much 
you've got invested in your company when it all 
gets taken away at once ~ your work, your 


creative energy, your relationships with your 
friends and co-workers, your reason for living 





where you liva, your access to technology, your 
daily routine. | felt a tremendous sense of 
freedom, loss, change, hope and sadness all at 
the sarne time. It was so terminal and absolute 
that it felt like the day you graduate from school, 
except that there was no forewarning and hence 
no time to become emotionally prepared." 
Looking Glass employees were devastated, 


their many hardcore devotees almost equally so. 
Leaving the final meeting, team members posted 
the news on message boards. In a time frame 
measured in minutes, the office phones began 
ringing as the recruitment firms moved in. “| think 
the closure of Looking Glass, among other 
companies, makes it pretty clear that at present, 
there is no room for videogame art unless it falls 
well within the boundaries of videogame 
commerce," posits Smith. "The current game 
industry financial climate only supports the 
biggest sellers, the haaviest hitters, and the best 
guarantees. Publishers, for their own good 
reasons, aren't generally willing to take nsks, 
back innovative ideas, or spend money on 
something that doesn't directly contribute to their 
profitability. For better and worse, Looking Glass 
didn't play by those rules, so something had to 
give eventually. | certainly hope that in the future 
the financial climate gets less extreme and 
allows for more options, but at present those are 
the circumstances." 

Warren Spector left Looking Glass amicably 
in 1997, after it became apparent that the 
company could not afford to support the Austin 
studio he established. lon Storm апа Eidos 
finance beckoned; Deus Ex followed. Was ha 
surprised by the closure of his former employer? 
"Studios that depend on milestone payments 
are finding it tougher and tougher to get deals 
from publishers," Spector observes. "Even when 
they do, they often find themselves short of 
funding just when they пева it most. The fact 
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that Looking Glass was always at the bleeding 
exacerbated the problem. It's a problem all 
developers face and few overcome, So, no, the 
closure wasn't a surprise. It just seerned 
symptomatic of something that was going on 
industry-wide, something that's going to get a lot 
worse before it gets better. If it ever does." 

But did the lack of an nth-minute buyer 
amaze him, given the company's pedigree? 
"Yeah, that did kind of surprise me," Spector 
admits. “| mean, the talent at Looking Glass was 
second-to-none, and there was some nice IP. 

I don't know why someone didn't swoop in and 
try to keep the teams together. Looking Glass 
had some fairly convoluted deals with 
publishers, involving shared ownership of 
copyrights and trademarks and the like. l've 
often wondered if that sort of legal nonsense 
made Looking Glass less desirable to potential 
buyers than it might have been.” 

It's sadly inevitable that independent 
companies often find it vary hard to nold onto 
their intellectual! property. How many have 
suffered as a consequence? British outfit Mythos 





Publisher sold to 
highest bidder! Roll a 6, 
or the studio's closed... 
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Games scored an enormous hit with LEO: 
Enemy Unknown, with its LIS release (renamed 
X-Com: UFO Defense) outselling its European 
equivalent by a remarkable two to one. During 
the team's difficult time producing its ‘true’ 
sequel, X-Com Apocalypse, nghts to the 
franchise were sold to publisher Microprose = 
and under duress, as it transpires, “Microprose 
thought that we owned the rights to X-Com," 
Mythos founder Julian Gollop recalls. “However, 
our lawyers advised us that Microprose could 
win the rights if it came to a court battle. There 
was confusion, so Microprose wanted us to sell 
them the rights before we finished Apocalypse. 
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They more or less forced us to do it — 
threatening to cancel Apocalypse uniess we 
agreed. In the end we sold the rights for a small 
sum of money and an increase in the royalties 
from Apocalypse." 
on Dreamland Chronicles, a next-gen PS2 and 
PC continuation of Gollop's previous designs, 
the company hit hard times. "After we 
ynstrated the дате at ЕЗ | was very 

concerned," he says. "Virgin was acquired by 
Titus interactive, and although we developed 
the game for a few more months the bottom 
and didn't think that a turn-based strategy 
game justified such a lange investment. Basically, 
we had run out of money and we weren't 
going to get any more from Virgin. It was а 
find another publisher who was prepared to 
take on the project” 

Ir early 2001, Mythos paid its staff for a 
final time and Dreamland — a spiritual. 
‘unofficial’ successor to its earlier X-Com games 
have been had Mythos retained the X-Com ІР, 
the previous success of the brand a strong 
hand to play to Titus or another publisher? 
The cruel irony is that Microprose frittered away 
the X-Com franchise's reputation with the 
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Holl a 6 to get ona... 
















The hyperbole movement 
Scavenger, a moderately accomplished Genesis 
developer, enjoyed a sudden leap in status as й 
entered the 32bit era. In November 1995, it 
entered into a written agreement worth $56.8m 
(£4.3m] with GT Interactive to produce four 
into the Shadows and Mucdkicker = for the PC 
and Sega's Saturn. The company's impressive 
hyperbolic proclamations of coding expertise 
also endeared it to the gaming press. At the end 
Guldbrandsen, head of technical development, 
in its list of top movers and shakers within the 
industry. Of Scavenger's projects, the PC- 
perceived to be the most outstanding of a 
promising quartet. 

Magnus Hogdahl, its lead programmer, 
recalis that Scavenger — impressed by a demo 
his Swedish coding group, Triton Productions, 








had created - contacted him at the end of 1993 
with a proposal. It felt that the ability of Hogdahl 
and colleague Fredrik Huss could be channelled 
into game development and, within two months, 
а loose agreement was in place. After early plans 
for an FPS that Scavenger tumed down, Triton 
Productions (by then a full company) began work 
on Into the Shadows at the end of 1994. A move 
to the US followed at the start of "95. 

"We were all rookies and didn't have a clue 
like," Hogdahl tells Edge. "My first reaction when 
| first visited its offices was that | expected a 
much bigger staff, It felt a bit like a 'garage' 
company stuffed into fancy offices. Scavenger 
had only three employees and four external 
teams when we arrived. All the development 
teams had their own company, so the 
was very keen on not letting anyone know, 
especially its publishing/distribution partners, 
that the teams were not real in-house teams. For 
Shadows demo, we wanted to write our 
company name, but it somehow persuaded us 
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to write something like "Triton – а Scavenger 
contract between the two companies, this 5 
quite interesting." 


High hopes 

After receiving acclaim at 1995's ЕЗ for early 
work on Into the Shadows, Hogdah initially had 
high hopes for his putative opus. However, with 


and little tangible assistance from a Scavenger 
management who expressed no interest in 
expanding the team, he began to harbour 
reservations. By early "96, Info the Shadows had 
basic functionality: it was possible to fight Al 
monsters and explore simple levels. That said. 
many features and most of the content had yet 
to be implemented. A release that year, as was 
originally planned, was simply not going to 
happen. And nor, indeed, was there sign of any 
kind of launch, as Hogdahi soon discovered. 
"We didn't get paid. That is a pretty strong 
that it didn't have any funds to pay its teams or 





its office rent. We were told it was a temporary 
worry about it. We started pushing for getting а 
contract drawn up. Eventually we got a 

see that something was wrong with it. We 
consulted a lawyer with good knowledge ol the 
games Dusiness. The was а real eye-opener. 
We were basically told we'd been played, and 
shock we left its offices and moved hack to 
Sweden. We negotiated the contract for a few 
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months until Scavenger suddenly fell silent. 
some time fall "96." 

Little more than two years after its giorious 
1995, its deal terminated for alleged breach of 
contract, its staff disbanded, the empty husk of 
Scavenger engaged in litigation with GT 
Interactive for unpaid milestones and extensive 
damages. Into the Shadows and Mudkicker 
were stillborn, Amok and Scorcher critical and 
commercial failures. 

GTI argued that Scavenger had failed to both 
deliver the promised tities on time, and to the 
having published Amok and Scorcher, GT's 
refusal to pay outstanding royalties had 
precluded the possibility of completing the two 
final tities — essentially killing the company. A 
Stiouiation of discontinuance was eventually 
fled earlier this year, following a ‘nominal’ 
settlement from GT owner Infogrames - a far 
cry from the punitive damages once 





sought by Scavenger, reportedly between 
$60m to $100m (£37.8m-e63m). 


A little imagination 

The story of Imagine, expiored in detail in this 
issue's Making Of... Bandersnatch (see p106), is 
certainly relevant here, Although titles such as 
Arcadia initially bought the 8bit publisher à 
modicum of financial security, mismanagement, 
in-fighting, incredible overconfidence and a lack 
of worthwhile games led to its ignoble implosion. 
When, in early 1964, director Paul Anderson 
sought a computer games company to appear 
in an episode of BBC's ' Commercial Breaks’ 
series — documentaries focusing on the trials and 
tribulations faced by pioneering entrepreneurs = 
Imagine seemed the perfect candidate. 

With its sick advertising, tireless self- 
promotion by playboy management and a young 
staff af over 100 individuals, the Liverpudlian 
software house was apparently thriving. How 
many other publishers of the time could boast 
newspaper coverage of 16-year-old 
programming prodigies — in this instance, 
Eugene Evans = earring £35,000pa and owning 
a sports car they were too young to drive? 
What's mora, the company was embarking upon 
a huge project: the so-called Mega Games, 
cutting-edge Spectrum and C64 titles that would 
require hardware add-ons to support hitherto 
impossible technical teats. 

Astonishingly, the real Imagine that lay behind 
this PR-created facade was a castle made of 





straw; the truth behind the illusions made the 
company's spin seem almost prosaic by 
comparison. Imagine was arguably doomed in 
late 1983, when its management hatched and 
implemented what must have seemed a cunning 
ploy - booking the entire capacity of the Kiltdale 
facility, then the biggest duplication plant for 
tape-based software in the UK, for the all- 
conclusion was vast amounts of stock that 

that their owners were forced to price at a loss. 

















A multi-million pound deal with Marshall 
Cavendish - struck in 1983 with contracts signed 
in early 'B4 — fell through when Cavendish. 
alarmed by low productivity and the poor quality 
of Imagine's existing work, pulled out and 
demanded its contributions refunded. The Mega 
Games were in no publshable state; the creative 
were mounting; creditors became restless. It 
transpired that even the tale of Eugene Evans' 
disproportionate salary was a fiction. 

Imagine's fate was sealed when a winding 
up order on July 9, 1984 went unopposed. 


Share 
Wealth. " 


videos, playing games and engaging in fire 
reported that imagine had not made a single VAT 
return in its entire existence, and its finances 

to be well over Fim. 


Enfant terrible 
The full story behind the disappearance of the 
Psygnosis brand = and its mutation from early 
32bit darling to enfant terrible of the PlayStation 
age ~ will probably not be told in full for many 
years. The former employees who spoke to 
Edge did so sparingly, and only on the condition 
of anonymity. That said, and although their 
clear, each was clearty proud of their time at the 
then, is not vitriol, but regret. 
"Psygnosss was probably through when its 
management decided it was more than just a 
Sony label,” one source, who prefers to remain 
could be a truly leading publisher, and pretty 
much demanded to work as a multiformat 
company. Sony didn't say ‘no’ exactly, but made 
its displeasure very clear. ironically, most of the 
stuff they did were just ports which obviously 
didn't sell. After flan] Ellis and flan] Hethenngton 
had gone, there were all those rumours about а 
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sale. But what was there to sell? When Sony did 
take over, the company was an absolute mess. It 
was brutal because it had to be." 

that there was apparently a certain amount of 
sympathy within Sony's US hierarchy for the 
such boardroom manoeuvring, however, a once 
proud publisher was beginning to {ай apart. 
"Historically, Psygnosis's major success came 
mainly from its external developers - Reflections, 
Bizarre Creations, Traveller's Tales and so on,” 
Edge’ source opines. "But the internal teams it 
had at the end didn't have anything to match 
that. Look at [Psygnosis] Manchester, What did it 
do in four, five years? Sentient? At the end, there 
was nathing of any real marketable quality - 
games Supposedly at alpha but nowhere near 
finished, and lots of people demoralised. With 
some Studios, the writing was on the wall, and 
they knew It — others just got on with their games 





as best they could. Then, one Friday it was 
Psygnosis, on Monday it was Sony Corporate." 

At what point did Psygnosis cease to be 
Psygnosis? When it lost its monicker, or when 
teams and individuals behind its best projects = 
particularty those of the early 32bit era — left or 
were simply allowed to work elsewhere? The 
handful of former staff Edge spoke to unerringly 
opted for the latter choice. 

Most games companies don't end with a 
bang, but with a barely audible whimper as their 
passets are absorbed, staff adam, flee or are 
purged and. more often than not, the original 
label is discarded. Within Infogrames and Eidos, 
what remains of acquisitions Ocean, GT 
interactive Domark and US Gold? What of Probe 
Entertainment, once infamous hit factory, latterly 
an Acclaim studio, and now no more? intemal 
offices closed in the name of rationalisation, to 
teams cleared as a project ends or is cancelled, 
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Independent devcos frequently struggle, granted, 
but a coder or artist's hold on an in-house 
position can be just as tenuous. 

The life of а developer can be a nomadic 
existence. The exceptional cases such as Үш 
Suzuki and Miyamoto-san aside, a position on а 
development team is rarely a job for more than 
two years. “I've been made redundant twice in 
the last two years working as a coder for in- 
house teams at publishing houses,” laments 
“Му current project finishes in a month's bme. 
I've updated my CV, I've had my suit dry cleaned 
and I've bought a new pair of shoes." 

As depressing (and aii-toc-famikar for some} 
as these stones may бе, there is a twist. There 5 
much to rue when a Looking Glass closes, or a 
Psygnosis goes into decline. There is great deal 
wrong with tha industry, how its creative and 


autre eg 


pubkshing aspects interact, and how е for 
small, one-project indie devoos is becoming 
staff actually leave the industry? 

From the ashes of imagine rose Denton 
Reflections. Erstwhile Looking Glass staff have 
key Thief franchise in development at lon Storm 
currently in rude health, ts debut game - the fine 
Laser Squad Nemesis — benefiting from a 

On a long enough timeline, the survival rate 
for all games companies drops to zero. 
is that companies continue to create 
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Extra features 
Ackdibonal interviews jas well as full 
transcripts of those seen here) can 

ba found on Edges Website 

WWW. edge-oniine.com 


Life at the sharp edge 


Co-founder of Binary Asylum, Bob Wade experienced firsi-hand 
just how difficult life can be for a work-for-hire independent 

of the Amiga era, work on Star Trek: New Worlds ted to the 
codeshop's early demise... 


envisage for Binary Asylum? How comfortable, financially, was 
Binary Asylum as it moved Into the [at the time) next-gen market? 
It was never comfortable. The only comfortable software developers 
are those who've had a big hit on a good royalty rate and had the 
strength of position financially to negotiate a good deal with a 
publisher. So that would be approximately 0.5 par cent of software 
developers worldwide. Of course what we envisaged was creating 
fantastic, classic games that we wanted to play and making pots of 
cash in the process - everyone does, and precious few make it. 


What was the project you were working on up to the point of Binary 
Asylum's closure? What was the nature of the deal? 

We were working on Star Trek: New Wards for interplay and doing а 
damn good job too. The game was released more than a year after 
our demise, which was triggered by the publisher's withdrawal of 
funding. The final game wasn't very good and differed little from what 
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already existed when we ceased trading. Draw your own conclusions. 


At what point did you begin worrying about Binary Asytum's future? 
Constantly from the beginning. The software industry is a total 
nightmare when you're at the bottom of the money pyramid - ifs a 
constant, hand-to-mouth, scrabbie for survival when you're trying to 
establish yourself, 


Were all members of staff aware of the worsening situation? What 
was the atmosphere in the office like? 

Yos they were fully aware (intentionally so and much to the surprise of 
certain people we were dealing with, who seemed to believe that 
programmers are mushrooms - keep them in tha dark and feed them 
on shit) and the atmosphere was as good as it can be when you're all 
staring down the barrel of a gun. All | can tell you is that | am proud of 
every single person that ever worked at Binary Asylum and not a 
single one of the employees смог let the company or the directors 
fuifillad the promise i! was capable of. Whose fault was that? Draw 
your own conclusions, I've dona my penance. 


Our publisher withheld а payment, making the company's financial 





US team finish game 
It stinks, and sinks 
Roll a 6 to prevent it 
taking you with it., 


position untenable so that it had to cease trading. Н you want 

more detail than that, come to Bath and buy me a drink sometime 
and I'll bore you rigid with the unpleasant minutiae of what axtramaly 
nasty and stupid people there are in the software industry. 


Given the opportunity to go back and try again, is there anything 
you would do differently? 

Yup, lots of things, but | don't have regrets because they're 
paintiess. | had some great times with the people at Asylum and 

| remember them with great fondness = we really must have а 
reunion again sometime. | guess the only thing | would do differently 
їй to get the fuck out of it quicker. This probably comas across as 
bitter, twisted and a case of sour grapes, but life [s too short to 

put up with the bullshit that the games software industry liberally 
splatters around. 


Any other thoughts or anecdotes? 

None that Га care to recount without checking а fw legal 
reference books first. Oh... one last thought... if anyone has a 
spare £10m (no haggling) and feels like re-forming one of the 
most talented and innovative development teams never to achieve 
the fame and fortune they deserved, drop me a line and I'll see 
what І can do. 











The ones that drifted away 


that merely disappear into the development fog over a number of years. Edge takes a brief look at the ones that drifted away... 


Sensible Software 

Popular during the &bit era, Sensible Software was one of 
Europe's leading developers on 16bit formats, particularly on 
the Amiga. Its eventual sale to Codemasters and subsequent 
existence in brand limbo was due to a number of contributing 
issues. Cannon Fodder and its sequel came and went, 
leaving Sensible reliant on its Soccer franchise alone. This too 
failed to perform as it once had: the death of the Amiga as a 
viable platform, a moribund PC update and a dismal PS port. 
More than anything, though, Jon Hare's labour of love ~ the 
infamous adventure, Sex, Drugs and Rock and Roll - 
swallowed resources no longer replenished by the Soccer 
cash-cow. With a single derisory offer to publish the title in 
the UK on the table, Hare canned Sex, Drugs and Rock and 
Rall, The sale of the company, by this point, was inevitable. 


Cavedog 

One of the more ostensibly puzzling devco disappearances 
of recent years was that of Cavedog, the ‘adult’ offshoot of 
kids software firm Humongous Entertainment. Its debut 
game, the Chris Taylor (now of Gas Powered Games) 
designed Total Annihilabon was critically lauded; its sequel, 
sans Taylor, Total Annihilation: Kingdoms, rather less so. 
Other Cavedog games in development at the time were 
founder Ron Gilbert, happened? 

“Cavedog was not really closed in the traditional sense,” 
Gilbert reveals. "It was very much a part of Humongous 
Entertainment in that we shared people and resources, so 
when we stopped a couple of Cavedog projects it wasn't like 
we ‘closed’ anything. We just stopped working on two games 
and went on with all the stuff we were doing with HE. One 
thing to remember about Total Annihilation is that it was а 
huge critical hit, but a very disappointing selling product." 


Creations 

Johnathan Smith was working at Creations when it closed its 
doors. "Basically, as | understand it, Mike Webb - the head 
honcho, decided not to continue to personally finance the 
development of the company's flagship project and pulled the 
plug," he recalls. “1 later heard that there was a deal on the 
but this guy had just had enough. | used to work with him 
many moons ago for Ocean, 

"Software Creations going into receivership came as a 
complete surprise to most people, | believe, though in 
hindsight there were quite a few signs. Myself and a number 
of others hadn't been allocated new projects and we'd been 
twiddling our collective thumbs for a number of months. 
Additionally, my project completion bonus kept getting 
deferred to the next pay cheque - though that, | was later 
informed, was standard practice with this company." 





Perfect Entertainment 

Best known for its Discworld games, Perfect once enjoyed a 
healthy relationship with Psygnosis. When the latter 
requested that the Croydon-based codeshop increase its 
staff to cope with a promised influx of conversion projects ~ 
on top of its original productions - the devco gladly complied, 
and work began. Psygnosis subsequently pulled the plug. 
With costly new teams and no work to give them, Perfect was 
forced to take legal action. 

to freeze royalty payments, leaving Perfect with a tickle of 
income for a protracted period. In no fit state for a long battie, 
it was forced to accept an apparently meagre out-of-court 
settlement. Too little to save the company, Perfect was forced 
to close its doors. 
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Nine out of every ten games 
we buy were created in Japan, 
the US or the UK, but this 
hasn't stopped a global boom 
in game studios in recent years. 
Edge charts their progress in 
offering an alternative to the 
development superpowers 





mug etween them, the UK, US and Japan are the countnes of ongn for 90 
responsible for aimost every game of importance since the dawn of 
videogaming and, in many ways, has shaped our preconceptions about 
what a videogame ought to be. But what about the ten per cent of games 
produced outside of this development ads? 

Edge went on a globetrotting excercise to find out what's happening on 
the fronbers of game development. In the next few pages we root out the 
games that excite Argentine gamers, explore India's potential as a gaming 
superpower, witness gaming's broadband future in Korea and uncover 
some of the titles that haven't even reached the UK on import. 
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THE AMERICAS 


From the high-profile developers of Canada to the emerging developers 
of South America, the American continents represent the extremes of the 
industry – the well established and the barely-out-of-the-bedroom developer... 


CANADA 

Population 31,08m 
PC ownership 12m 
Average yearly income $22,778 


Canada boasts some of the world's top development talent 
including Digital Extremes (Unreal Tournament) and EA 
Canada (SSX Thick) and accounts for four per cent of ай 
games sold n the US. But pubtshers tend іс see the country 
as just another part of the US market and Canarda-only 
games аге эттуу non-eaestent 

Kirk Owen, president of Octagon Entertainment (a 
Canadian agency for development talent), admits that while 
Canadians are keen to distinguish themselves from the US 
this has yet to come across in Canadian games. "While say 
French, German and Asian games do seem to have ther own 
style, it is hard to differentiate between Canadian, American 
and British games," he says 
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SSX Tricky (top) and Unreal Championship (above) prove that 
Canada is a hotbed of coding activity. Understandably, 
however, the games are indistinguishable from US product 
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COSTA RICA 


Population 3a.B1m 
PO ownership 700,000 
Average yearly income $3,964 


Small, inconsequential and probably unlocatable for many, the 
Central American nation of Costa Hica hardly springs to mind 
gs a port of call tor development talent. However Marte 
Studs rs hoping to change al that with its forthcoming debut 
Khan-An- Thar. “There are other armation fms here but 
we're the only ones doing a game," explains Oliver Zúñiga, 
Maries special effects director, “And а= such the industry is 
very young even though there is a lot of talent here.” 

Funded by Marte's animation work, Khan-An- Thar is only а 
matter of months into development and the team has yet tà 
start canvassing would-be publishers, "We are concentrating 
on getting the animation right at the moment,” says Zuniga. 
"In the game the player ndes a huge beast called a Throng 
and we want to give the player the feeling of riding such a 
massive creature, The creature 5 very strong, extremely heavy 
and amazinofy power and we want to convey that to the 
player as far too many games dont do this wel at ai.” 

The game takes place in a parallel word where two 
Warning сміѕабог are beng threatened by a common 
enemy. The task for the player is to first unite the two 
civilisations and then help them deteat the common threat. 

Given that Costa Rica's population is smaller than that of 
ireland the domestic market for games is fairy small and 
thanks to high prices and piracy, there's little incentive to write 
games for the home market, As such Khan-An-Thar is being 
written with a global auchence in mind. 





Marte Studios’ novel Khan-An-Thar is a rare game coming out 
of Costa Hica. It is hoped that it will sell to a global audience 





BRAZIL 

Population 169.54т 
PC ownership 10.8m 
Average yearly income $3,484 


“The game industry here is currently in a boom," says 
Alexandre Vrubel, deveopment manager for developers 
Continuum. “There's been several companies being founded! 
recently and professonal courses are being created. We think 
the game industry ss starting to fiounsh here " 

Vube may well be night. Brazil nas long remained an 
unknown quantity in Gaming and only recently have 
homegrown titles begun to get released worlwide. 
Continuum was first through the door in 2001 when Take 2 
published its ATS Outive and Southiogic has followed sult 
with Infogrames’ Deer Hunter-clone Trophy Hunter, 

However, Brazil game releases face overwhelrnng levels of 
piracy and megahit games such as FFA sell about 100,000 
copies while smaller hits muster just 40,000. The piracy 
problem has inspired some Brazilian companies to shift ther 
products onime. Jynx Playware, currently waking on football 
management tite FutSm, в one such fim. "Piracy of CD 
games is around 99 per cent, the online model offers us mom 
control over our product and lessens the Impact of piracy,” 
explains Jefferson Valadares, creative cirector at Jynx. 

Acergames are an important source of development 
income and developers such as Jynx and LocZ rely heavily an 
producing promotional tities for the likes of VW Trail, 
Volkswagen's Brazikan wing. Elsewhere games based on TV 
licences can prove successful in Brazil's PC-dorminated 
market. Contnuums Big Brother Brasil title has clocked up 
40,000 copes and is set for release in Mexico by Ubi Soft. 

Games offenng a taste of Brazikan йе are few and far 
between. Beyond hobibyst releases such as Favela, a Haf- 
Life mod based on the Surms of Hio de Janero, there is Ше 
available. However, one developer, Ings Games, is poised to 
change that. Due to lunch in the first quarter of 2003, Ings 
MMHBHPG Буп Б based on Brazien folklore and mythology, 
Ings” Cesar Augusto Barbado sees the use of Brazilian 
mythology as an antidote to the cliches of the genre. “We feel 
that the RPG genre has too much focus on European 
mythology," he explains. “We wanted to bring some new 
blood and elements to RPGs and decided to use the 
creatures and stones of Brazian mythology, which itself is a 
mix of Graziian Indan, European and Alican cultures." 

Among the creatures are Corpo Seco СА person so evi n 
йе nether the earth or worms accept his body, Torang him to 
wander as the Ping dead." explains Barbado and Labatut (а 
huge beast with one eye, round feet and long wid hair). 
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The MMAPG, Erynis (top leti, 
the Half-Life mod, Favela (tag 
right) and FutSim (left) prove 
that there's a good deal of 
coding diversity in Brazil 


PERU 


Population 27 48m 
PC ownership 125m 
Average yearly income $2,085 


Aithough homegrown games are rare. a recent political 
scandal did inspire Peruvian news macazine ‘Caretas’ to 
publish a PC game based on the affair. Tne result is 
Viadigame, a 2D soot ‘em up satirising the scandal that 
forced President Alberto Fujmon to resign. The political rw 
erupted after a vidieotape allegecdiy showing government soy 
chief Vacimiro Montesinos handing $15,000 to an opposition 
congressman in the hope of getting him to jon the ruling party 
and thereby giving them a parliamentary majority 

In the game the key politicians caught up-in the scandal 
are portrayed as witches and dragons for the game's hero, 
Niko Judo, to blast into oblivion, Sinoe It appeared in May 
more than 10,000 people have purchased tha game, making 
it the country's biggest seling game to date and, йке every 
Successtul game, a sequel is aeach in the works. 





In truth there is little game development in Paru. It took a 
political scandal to inspire the satirical title, Viadigarne 


ARGENTINA 
Population 
PC OV mersnio 


Average yearly income 


You Gould be forgrven for thinking that the economic buma 
which has enguifed Argentina would be bad news for 
developers in the country Strangely, the opposite seems to 
be true, with teams feeling that the currency devaluation 
which followed the collapse wil open doors intermabonal. 

“The devaluation & a great opportunity as it makes 
outsourning work out here three or four times cheaper than 
anywhere else, giving us a competitive edge, enthuses 
Santiago Siri, head of developers Evoluxion, which formed in 
August and is puting together its debut title, а football 
management game called Futbol Deine, 

Fellow Argentine developer NDG Studios agrees. 
"Argentine teams can now offer themselves at rates that am 
extremely low. А senior programmer's salary is under $7,000 


a year now and we hope this will attract international investors 
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Argentum Online (top) and Crisis? (above) are both from МОС 
Studios. Mutango (middie) is a Web-based shooter from 
Evoluxion. None is likely to be released outside of Argentina 





and pushers," says Pablo Zuccarino, business 
development manager at NDG. 

Although stil relatively young the Argentine game сеге 
has already thrown up some ‘interesting products in its home 
market. Not least Sabarasa’s Malvinas 2032, a ваіте 
strategy game where you try and capture the Faldand Islancis 
Irom the British, The rather distasteful propogandist nature of 
this game was highlighted in the Out There section of E107. 

Another notable title is NDG's MMRPG Argenturn Online. 
Boasting 4,000 users from Argentina and other Spanish 
speaking nations, it isa rare success іп a country where 
piracy levels mean sales rarely top 5,000 nationwide. “Things 
that happen in the game often reflect йе in Argentina," notes 
on, "For example when the economic crisis caused people to 
cut of the streets, people blockaded the streets onina,” 





Dark Rage (top) and the MMRPG, Project Fusion (above right), 
again, аге from МОС Studios. Evoluxion's Fubo/ Deluxe 
(middle right) and the rather suspect Malvinas 2032 (above 
left) from Sabarasa prove that Argentina is a hotbed of activity 


ASIA PACIFIC 


With the well established industries of South Korea and Australia and the 
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sleeping giants of India and China, the games market in the Asia Pacific 
region has enormous potential, provided it can overcome the rampant piracy... 


SOUTH KOREA 


РС йа! EI A P, Cm 
m x; Owners 0 1 2 m 
Average yearly income $9 782 


Leafiing the world when it comes to broadband access (more 
than 50 per cent of households now have acoess) and with 
internet access bills well below thal of the US and UK it is е 
surprise that online gaming has taken off in South Korea 

Commercial online gaming in Korea dates ай the way back 
to 1994 with the launch of Jurassic Park, a text-only MUD. 
And while online gaming worldwide is proving slow to take off, 
Korea has rushed ahead, By the end of 2003, online gaming 
will make up about 20 per cent of the Korean gaming market 
compared to the predicted eight per cent or less online 
games will account for globally, 

The боот in online gaming has sparked an explosion in 
Korean online game finns and estimates suggest that as 
many as 180 are currently doing the rounds. Significantly, 
though, most have yet to really make an impact and itis 
companies such as JC Entertainment (creators of Recmoon), 
Webzen, Nexon and NC Soft (current home of Ultima creator 
Hichard Garriot) that lead the pack 

Nonetheless, some western releases, such as Diabo, 
do manage to break through and gain a large following 
Atthough the high decree of broadband penetration and 


fam@anty with onáne gaming are great plus points for Korean? 


devesopers there are problems. "There is a tack ol specaict 
game developers in Korea and the companies lack 
experience of overseas markets," admits Helen Lee. PR 
manager at JC Entertainment. "The distribution network for 
games Б also poor and m the future an advanced destmibution 
network is needed.” 


With so many companies having rushed into Korea's 
oniine gaming space in the past couple of years, industry 
experts are now expecting a period of consolidation in the 
market as companies merge and buy each other out in order 
to remain competitive, 





South Korean's die for their 
MMHPüGs., which include 
titles such as JC 
Entertainment's Priest and 
Lineage by NC Soft 





' CHINA 
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Population 1273 "s n 
PC ownership 2am 
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Average yeary Toome S866 


Held tack by the Chinese governments caution over 
intemational trade in general, China's game developers are 
only now starting to make their presence felt. Thanks to its 
British past and special status within China, Hong Kong 
probably offers the greatest concentration of Chinese 
developers although its Beings Obect Software that has 
made the most progress in the west. 

Concentrating on ATS titles, Objects games, such as the 
just released Dragan Throne: Battle of the Red Cliffs, draw 
their inspiration fromm ancient Chinese history, Indeed, the 
nation's unique cultural history, coupled with a strong sensa of 
identity, fuels much game content. "Dur games have a very 
strong Chinese historical theres. The Three Kingdoms in the 
case of Dragon Throne and in our next game, Prince of Qin, 
the Qin Dynasty,” says CEO Richard Wallis 

Party due to its position as the world's most populous 
nation, the Chinese domeshc matet is overrun by piracy. 
Chinas largest software firm Kingsoft estimates that legitimate 
games sales account for just $1rm for the whole nation. 

The tiny ага of the intemal market, however, hasn't stopped 
Chiria-oniy releases including pro-Cormmunist titles such as 
Kingsoft's Korean War. where the player ts a Chinese amy 
icar. Another ite worth noting is Freecom & Honour, a 
three-dimensonal RTS where the goal is to lead a sucoesstul 
people's цус which Inca Gold = releasing in the west as 
Miitarism, a Macist-free reag. 
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Most of China's exports focus on the country's grounding in 
myth and history. Freedom & Honour (top) and Dragon Throne: 
Battle of the Red Cliffs (left) both have a military bent 


1,027.05m 
| PC ownership Өт 
Average yearly income S476 


\ 
( With 180m midde dass people, a successful corporate IT 
\ industry and a fim industry that out-eams Hollywood, India 
should be a goldmine for the games industry. But there's a 
problem. "India has no gaming culture and lacks the social 
awareness of games that exists in the UK, US or Japan," says 
Rajesh Rao, СЕО of Dhruva Interactive, а multimedia fim 
tumed outsourced games developer 

However, several companies are now making efforts to 
change the situation. One of Indias largest companies, 
Reliance, is opening Intemet cafes in 100 Indian cities, 
something Dhruva, whose credits Include outsourced work 
for TOCA Race Dnver, hopes to exploit to create a market for 
online Games similar to that in South Korea. 

in addition, the firm is looking at customising western 
games for the Indian marketplace. "The logic ts that we dor 
Spend two years developing а game but take an existing 
| proven title and not just localise it but customise й for the 
\ Indan market,” says Rao, adding that replacing The Sims’ 

suburban Americana with something more in line with Indian 
Ife would be a good example. 

Elsewhere, games developer Inckagarmes has dipped ts 
toes into the Indan market with the frst commercal game in 
Hindi, a Pepsi-sponsored firstperson shooter called rook? 
(which transiates as he Wamorn, and is about Ic release 
Shaktirnan, a game based on an Indan TV superhero, On top 
of thes Indiagames has recently gained а licenca 10 make 
PlayStation games and is negotiating for the nghts to several 
Bollywood movies with a view to making mobile games 

^. Despite the potential revenue the changes are not B«ely to 
happen overnight. The launch of PS2 this year has yet to 
makian impact. One of the problems publishers face is that 
there lerl't really a pan-inckan sense of identity and the cultures 
within each Tagion of the country vary massively. This presents 
a problem to рёбре trying to market games to everyone in 
india and what mid be an acceptable advert in the north 
of the country may backfire in the south: MAMAS 
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Dhruva Interactive outsourced work for TOCA Race Driver (top. 
while Shaktiman (above left) and Yoddha (above right) are 
home-grown games in a country that still has catching up to dc 








T INDONESIA AUSTRALIA NEW ZEALAND 
Population 206.26m Population 19.6m Population 3.B6m 
PC ownership 2 Эт PC ownershp 10m PC ownership 1.5m 
Average yearly income 57023 Average year income $20,298 Average yearly income $13,441 
Home to well over 200m people, the archipelago of Indonesia | As any retogamer wii tel you, back in the 'BOs Australian Despite some successes on the Ama, notably Acid 
may be the word's fourth most populated country but only games and Maho mê House were one and the same. In fact Software's бюсту, the New Zealand development 
one developer is making an impact giobally. Indonesias sole \ the influence of the legendary softco still lingers in Australia's community has been in the doldrums ever since the i 
professional developer studo, the Australian-owned Matahari | development industry and Melbourne remains at the heart of PlayStation landed. "Back in the days when top tier titles 
Studios is currently working on a GBA tite called Magr-Naftion the country's development industry. "Melbourne House could be created by опа or two guys we did quite well on the 
| for Japanese publisher Epoch. . created a cica mass of qualified people in Melbourne and a world scene," says Mano Wynands, acting president ol the 
Predictably, however, piracy Is rampant in Indonesia and | lotof developers spawned out of them," says Justin Green, New Zealand Game Developers Association (NZGDA), "But 
ilegal copies are sold openly says Mataharis general manager CEO of Evolution Games. as the gaming platforms increased rapidly in technology terns 
Glyn Anderson. "Pirate carnes cost as е as $0.50 per CD But while Melbourne may be the birthplace for the during the "90s, we fell behind as New Zealand teams 
and game sellers don't bother hiding it. I've even seen pirate Australian industry, developers can also be found in Adelaide, seemed unable to scale up to the new requirements and 
- game Kiosks in toy shops here," claims Anderson. Canberra, Brisbane and Perth. А change Adam Lancman, weren't positioned to grab opportunities." 
MD of Melbourne House and president of the Game Despite failing to cash in on the PlayStation era, New 
Developers Association of Australia (GDAA), believes is set to Zealand's development community is now hoping for а 
continue. "| think Australian developers deliver more passion revival, Wynands' own company Sidhe Interactive is currently 
tor the same amount of money compared to US developers," leading this charge. Having produced a couple of online 
he says. "Today the industry employs 600 people here and in advergames for Saatchi & Saatchi, Sidhe is now worteng on 
five years’ time | believe that number will have risen to 2,000." its first title for the current generation of consoles, Dark 
Given that Australian sales account for only two per cent of Shores. The game follows the adventures of Fergus who has 
the world’s games sales, most Australian games are aimed at - to rescue his people from plague and famine by trying to 
the US and European markets. However, a few tities aimed at ` regain the favour of the Earth Goddess. Old hands such as 
the domestic market do exist, notably IR Gurus" PlayStation? | АСК) Software, whose most recent release was 20015 
Australian rules football title AFL Live 2003 and Komet Ty the Бойу, and Blitz Research, creators of Bitz Basic, are stil 
Tasmanian Tiger, which is based on an Austrakan cartoon. active and the recent creation of the NZGDA shoud help 
Microsoft also recently announced ts association with Strengthen the countrys games industry. 
Micro Forte, an onire cere developer responsible for "People are starting to take notice now, so we are hoping 
Though piracy keeps development activity down in Indonesia, MMBPG termes such as Fallout Tactics: Brotherhood of Steel that in the very near future New Zealand will once agan eam a 
Matahari Studios bucks the trend with the cute, Magi-Nation and Chien Zero. Though the company s a relatively reputation for beng at the leading edge of game 
MALAYSIA unknown outside of its native temtory it has been developing И dewelooment," adds Wynands. Game sales in New Zealand 
Poulet 22 2m | online technolexy since 1985, suting in BiaWord, a - em smal but respectable and Jonah Lomu Rugby on the 
р hin am revolutionary! system thet is said to offer a unique approach PlayStation поюз the Ше for New Zealand's biggest seller of 
Boos wel nome $4 035 to massively multiplayer online gaming. Expect an Xbox \ all time with 40,000 copies sold. As а result of the small 
= MMREPG from the Aussie developer in the very near future - market, New Zealancd-only games are unheard of. 


Although game sales are hampered by piracy and high prices 
(a game can cost as much às а TV) а small number of 
developers have emerged in Malaysia. One such firm is 
GameBrains, known for hit Game Boy Color titles such as 
Backyard Baseball, "Development costs are about a tenth of 
those in the US and that's a big advantage," says 
GarneBrains chief Brett Biddy. On top of this, Malaysia's 
govemmart offers numerous tax breaks and has ever 
granted СатеЗгаге a six-figure sum to produce original 
ities, for example the forthcoming music-based game 

Dr Sync, which uses loca instruments such as the gamelan 
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IR Gurus' AFL Live 2003, just one of the home-grown games in Sidhe Interactive's Dark Shores is an epic RPG that the 
Australia. But Melbourne House is still the daddy down under company hopes will ship worldwide. Developers such as Acid 
Software and Blitz Research are still alive in New Zealand 
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Due to low development costs, GameBrains is doing well in 
Malysia. Backyard Baseball is just one of its recent titles 


EASTERN EUROPE 

With an impressive string of recent international hits, 

the former Warsaw Pact nations are blossoming into one of 
the world's most important areas for game development... 


RUSSIA TERN EUROPE 
Population 145.47m (Combined figures for Poland, Czech 
PC ownership 3 1m Republic, Slovakia and Hungary) 
Average yearly Income $1,726 Population 
PC ownership 
Tetris put Russia on the gaming map some time before the Average yearly income 
dissolution of the USSR, but the country's development 
industry didn't take off until the latter half of the "BOs. "There in the space of just a few years Eastem Europe has 
have always been talented programmers here, but in the mid- estabished itself as a maior force in game development, 
'BOs computers were rare and people wrote games for fun especially on the PC. In the Czech Republic there's uon 
and distributed them for free as selling them was forbidden," Softworks (Hidden & Dangerous), Pterodon (Vietcong) and 
гоз Serge Orlovsky, president of Nival interactive Bohemia interactive (Operation Flashpoint); in Sovakia there's 
Even after the end of communism it took some tme before Cauldron (Battie Isle 4); in Hungary Digital Reality (imperiurn: 
Russia's game industry took shape around 96/797, Since Galactica 7 and 2) and in Poland LK Avalon (Schizm). 
then the market has expanded rapidly. According to Nival, just Yat tum the clock back five or so years and Eastern 
three years ago the Russian games industry was worth only European developers were still making games for Russian 
$20m and piracy levels stood at 95 per cent. Now the markel Spectrum clones such as the Pentagon and rarely did any 
is valued at $100m and piracy has dropped to 65 per cent. gares from the region reach UK shores. So what changed? 
Although most Russian developers and publishers are in Gabor Feher. managing director of Digital Reality, believes 
Moscow, developers can be found as far aiad as Kaliningrad the passage of time was key, “| think our countries were 


(KD Labs), St Petersburg (Creat Studios) and Novosibirsk 
(Softlab-Nsk). Recent titles such as й -2 Sturmovik by 
1C:Maddox and Nias Eiheriongs have made an impact on 
the global market and the line-up of promising titles in 

Hussia-only releases are commonplace with games such 
as Russobit-M's The Brother, an adventure game based on a 
Russian film about a young man who retums from the war in 
Chechnya only to find his brother has been kidnapped by the 
US Mafia. Increasingly, though, developers are looking to get 
that Russian games have a distinctive style of their own. 

“We don't have the historical insight into the principles of 
the westem erntertamment industry,” explans Mike Fedorov. 
producer at Сува! Studios. "Therefore Russian games are 
frequently made not on the basis of marketing research but 
Semenova, international PR manager for Russobit-M, 
agrees, "No doubt we have our own style although it is not 
about snow, bears and vodkas. Its more to do with thoughtful 
gameplay, high-quality graphics and other features." 


Cenega's Knights of the Cross (top), Bohemia's Pohadha 
(middle left) never made it out of Eastern Europe. However, 
Altar Interactive's Original War (middle right) and UFO: 
Aftermath (above) are picking up fans across the globe 





Examples of Russian-born games include The Brother (above 
left), Aztec (above right) and the recent IL-2 Sturmovik (top) 
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seen as part of the socialist bloc and after the Iron @urtain 
tall, time had to pass before people realised the bad mage 
was no longer true." 

Although intemational successes such as Operation 
Fleshpont have helped boost Eastem Europe's importance 
in game publishing, the stigma surrounding the region has 
not completely gone according to Slovakia'’s Mayhem 
Studios. “Slovak companies are often underestimated in 
foreign countries yet there are professional quality developers 
able to compete internationally," notes Tomas Bencik, 
CEO ot Mayhem. 

Many developers in the region do see themselves as being 
at an advantage Gompared to their counterparts in the UK 
and US. “The cost of developing games in Eastem Europe is 
produce, spend more time tweaking and twisting them. We 
can add new features until the game is попі and still have the 
same budget as the average US developed game,” says 
Martin Klima, head of business development at Czech 

According to Feher, another advantage is the less 
corporate nature of development, ^We are not touched by big 
companies here and people have more enthusiasm for 
making games and we are free to innovate.” Game sales in 
Eastem Europe remain relalively small and, while firms such 
as Polish publisher Cenega are doing well, the heavy piracy 
levels of the communist era stil Inger. "There was nothing in 
the way Of software on sale under communmsm and 99 per 
cent of games were pirated. Il 6 still a big problem and there 
5 Still the mentality that games are free," says Marek Spanel, 
producer and desianer at Bohemia. 
has encouraged most developers to pitch their games at the 
international market, elerments of the games’ countries of 
origin do remain. Altar Interactive's (also developer of ШАО: 
Aftermath) Orignal War includes a campaign based on the 
lessons about the Russian communist party the team 
received at school while Digital Reality has based landscapes 
in its forthcoming sû Ше Haegemona on Hungarian 
geography. Bohemis Operation Flashpont also drew heavily 
from the team's own experienoes, "We've experienced 
know what both are like and this influenced the story of 

In terms of games only released in Eastern Europe, the 
majority are poor-quality, budget titles but there are a few 
more interesting titles such as Lost (Sand by Mayhem, 
Cenega's Knights of the Cross and Bohemia's Pohadha, a 
children’s Ша based on an Eastem European fairytale about a 
selish boy who is turned into a deer 
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FORMER YUGOSLAVIA 
(Combined figures for Slovenia, Croatia, Macedonia, 
Yugosiavia (Serbia) and Bosnia-Herzegowna) 


PC ownership 12m 
Average yearly income ©2335 


Although the wars in what was once Yugoslavia have 
doubtiess held back developers in the region, recent 
successes include 20015 back-to-basics FPS Senous Sam. 
The game has put its creators, Croatia's Croteam, on the 
word map years after ї started out in the early-"90s 
produang Amiga tities. Since Senous Sam appeared the 
team has put together an Xbox version, which is almost ready 
for release, and there's a sequel in the pipeline. 

Fellow ex-Yugosiavian nation Slovenia also boasts an 
outpost of development talent in the form of an internal 
development studio for Ane! Tribe. Although Arxel Tribe is 
widely seen as a French publisher, thanks to its French 
headquarters, the company was actually formed in Slovenia 

The Siovenian studios, which fom two tears, are 
currently working on a game based on the ‘Hannibal’ fim 
licence. ‘Yet despite Ane! Tribe's long-term presence here they 
are pretty much the only show in tewn. "There's not much of 
a deyelopment scene at all in Slovenia unfortunately" says 
Guillaume de Fondaumiere, co-founder of Ane! Tribe. “We 
are now trying to help breed smaller studios in the country but 
at the moment we are pretty much alone." 





The Slovenian branch of Arxal Tribe is currently producing 
Hannibal, and expect it to ship worldwide sometime soon 


LITHUANIA 


Population 3.48m 
PC ownership 200,000 
Average yearly income $3,000 


The Bait nation of Lithuanta has yet to make a splash іп 
gaming and Midas Interactive's mobile phone game dison Б 
the only studio of any Importance. Russian titles often do well 
and Neenalka, based on a cute but dumb Russian cartoon 
character, is typical, One of Midas’ own tities MoBuocty also 
tows the Russian line. “MoBudaly is very reminiscent of the 
Stereotype of the new Russian,” says Ща Laurs, director of 
Midas Baltics. “Very rich, criminal and not a very smart man." 


MoBuddy is one of Midas Interactive's mobile phone games 
and has been developed largely for a Russian audience 





BULGARIA 


Population Tarm 
PC ownership 361,400 
Average yearly income $1,508 


Although other Eastern European nations have scored 
international gaming success, the Bulgarian industry remains 
positively embryonic. The first steps into commercial 
develooment date back to the late-'90s when Haermimont 
Multimedia released a couple of PC tities, inclucing Tar The 
Burden of the Crown, 

Since then Haemmont has swapped game development 
for mussel farming and the remains of the team behind 
Tzar have, lead by designer Vesselin Handjiev, formed 
Black Sea Studios ("A company which is Going games and 
no mussels,” Handiiev helpfully points out). The team is 
currently working on a realtime strategy tite for German 
publisher Sunflowers 

Bulgarias intemal market is ry and Half-Life, Bulgaria's 
biggest selling game, clocked up ony 4,000 copies 





Tzar: The Burden of the Crown was coded by Bulgarian outfit, 
Haemimont, before it decided mussel farming was preferable 
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UKRAINE 


Population 48. 76m 
PC ownership 920,000 
Average yearly income $639 


The runaway success of Cossacks, by Ukraine developer 
GSC Game World, put the former Soviet nation on the game 
development map and since then a small number of new 
garne companies have begun to spring up 

For GSC, including elements of Ukrainian history and 
culture is an important way of malang its games stand out 
from the crowd. "We want to step back from the copycat 
approach and offer something very close to us,” explains 
Oleg Javorsky, PR manager at GSC. “We also believe that 
gamers worldwide are interested in what it's like in Eastern 
Europe. For example Cossacks contained missions and 
campaigns based on the history in this part of the world and 
I'm sure a lot of people in the west know more about the 
Ukraine due to our game." 

The Ukrainian theme is to continue in the team's 
forthcoming tite, STALKER. Oblivion Lost. "STALKER 
involves the notonous Chemoby atomic plant which is about 
BOkm from our office," explains Javorsky. With Cossacks 
having opened the door, several other Ukrainian developers 
have been founded, including Program Ace which has 
recently finished an as-yet-unpublished children's title 


Many Ukraine companies have been inspired by the success 
of GSC Game World's Cossacks (above). However, it seems 
unlikely that Program Ace's PhotoHunter will be as popular 
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WESTERN EUROPE & AFRICA 


The African development industry is still in its infancy, whereas in Western Europe 
it is well established. But where is Western Europe heading now and how far does Africa 
have to go before it establishes a development community of its own? 


ICELAND 


Population 280,000 
PC ownership 120,000 
Average yearty income $30,681 


Unsurprisingly for an island with a population of litte more 
than quarter of a milion people, iceiandic games are a мегу 
rare sight indeed. Currently the country is home to just one 
developer, CCP who is close to releasing the beta of its oùie 
opus Eve Online: The Second Genesis (see par 

"We re currently the only developers in icad, but iimik 
there was briefly a company looking at doing PlayStation 
games," says Dr Kjartan Pierre Emilsson, lead gare 
designer at COP. which formed in 1997 

Given the lack of a home-grown scene, gamers in Iceland 
ага used to playing other countries games and tastes hardly 
deviate from the rest of Europe. "I don't think a game made in 
iceland differs from one made elsewhere," argues Dr 


Emilsson. “Games tend to be international and | think 
differences are more on the level of Europe versus the LIS 
American ganes tend to be more massmarket and less 
hardoore than European games” 

Eve Onsine's imminent ama wil finally end loeland's 
gaming silence put whether it will inspire the Tormanon or other 


icelandic studios is doubtful given the country's size. "I can! 
see many more people dong games here, although there 
may be space for one more developer," says Dr Emilsson 






A ridiculously small population and a cold climate has dona 
nothing to thwart the development of one of the world's most 
ambitious online games in CCP's Eve Online (see p32) 
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NORDIC NATIONS 
(Combined figures for Norway, Sweden, 
Denmark and Finland) 


Population 23.81m 
PO ownership 11.8m 
Average yearly income $28,243 


Just like the game industry in the UK and US, the Nordic 
market has seen widespread consolidation which, after a 
complex series of mergers, has seen PanViion emerge as 
the regions leading publisher 

Owned by KF Media, Sweden's equivalent of the Co-op, 
PanVision has released a number of games tailored to the 
Nordic marketplace such as the edutainment series 
Backpacker and Paradox's Svea Fike senes, a strategy game 
based on Swedish history. In addition, Norwegian developer 
Innerioop, best known for Project IGI, has issued titles for the 
Nordic market such as Eláfel (Blue Mountain). 

More recently, FanVision and other Nordic game finns 
have been making ther presence felt internationaly with 
games such as Max Payne (by Financ’s Remedy 
Entertainment), Hitman (Denmark's lo interactive), e Jay 
Ошого (Sweden's Unique Development Studios) and 
Anarchy Online (by Norway Funcom). There are aiso а 
number of promising tities currently in development, for 
example Finnish team Bugbear's forthcoming racer Fat-Out. 





Innerioop's novel Bláfjell (top); PanVision's Rally Trophy 
(middle left), Iron Eagle (middle right) and Backpacker (above 

right); and Bugbear's Flat-Out (see p41) all suggest that a cold 
climate is particulary conducive to copious game development 


GERMANY AND AUSTRIA 

Population 90.299 
PC ownership 29.91г 
Average yearly income 22,80) 


Germany's love of in-depth PC simulations and strategy titles E 
well known, so when it comes to surprises it's Garnany’s siste 
nation Austria that is the one to watch. For a nation hosa last 
mayor contribubon to popular culture was 805 pop sensabon 
Falco, tne Alpine nation has guet estabkshed itself as а 
significant force in European gaming, thanks to a surprisingly 
large number of developers (including Neo Software who put 
together the Xbox version of Max Payne) and the rapid growth 
of Vienna-based publisher JoWooD, best known for hits such 
as Industry Giant. 

The size of the German PC market, the largest In Europe, 
has also allowed publishers and developers to release games, 
such as JoWooD's The Guild (the sequel to which is getting а 
UK release as Europa 1400), armed squaraly at German gamers 








JoWooD's The Guild may be aimed at a largely German 
audience but it's doing so well that the publisher is 
considering a UK release under the name of Europa 1400 


EITALY AND SPAIN 


Populabon 96. 35m 
PC ownership 181m 
Average yearly income $16,741 


While both Spain and Italy have a long tradition of game 
development dating back to the hey-day of the Spectrum, 
neither country has really established itself on the world scene 
in the same way that France, Germany and the UK have. 
“tay has always had a vibrant development community 
but it has never managed to establish itself as an industry. 
| have seen many talented teams rise and fall for various 
reasons,” says Pietro Montelatici, managing director of 
кау elder statesmen in gaming, Trecision, who started fife in 
However, with a bit of luck things may be about to 
change with teams such as Milestone (of Screamer Rally 
fame) in Italy looking set to make a global impact and Spanish 
developer Pyro Studios (creators of Eidos' Commandos 
series) already producing global hits. Games directed at just 
the Spanish ог Italan markets are rare, though Trecision did 
put elements of akar cultum into some of its eater tities, for 
example 19915 Amiga game Profe. 
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Although elements of Hallan culture did make it inta 
Trecision's Profezia back in 1991 (top), Italian and Spanish 
developers have become more mainstream over the years 
which is evidenced in Milestone's Racing Evoluzione (above) 





Population 43.59m 
PC ownership 3m 
Average yearly income $2,954 


Africa's richest country It may be, but developers in South 
Africa are few and far between and most game creation is 
down to hobbyst teams and groups. The only South African 
developer to really make an impact is IHHmagine, the team 
behind Bart's Chase: Hollywood Stunt Driver Ше on the 
Xbox. Dan Wagner, MD of imagine, admits that getting the 
attention of international publishers did present a challenge 
"It's tough as you have to prove that a South African company 
can deliver a product to compete intemationally,” he says. 





I-Imagine is the only developer of note in South Africa, but it 
was responsible for the poor Chase: Hollywood Stunt Driver 
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MOROCCO 

Population 30.9mm 
PC ownership 400,000 
Average yearly income $1,101 


The Moroccan games industry begins and ends with Ubi 
Softs Casablanca-based development studios. The studio 
has been quietly pumping out a number of loensed games 
sino its formation in 1998, including F1 Racing Simulation on 
the N64 and Donald Duck's PK on the PlayStationz 

Vincent Minoue, cirector of Ubi Soft Morocco, says the 
multicultural nature of the country Б one of many advantages 
the 44-strong studio has. “You have a very interesting mix of 
cultures here. We are at the frontier of Europe and Africa and 
that helps our artists bring different and refreshing ideas to 
their work," explains Minoue. "Also the gama designers are so 
happy to be able to create games in their own country that 
they are the most enthusiastic ones you can find." 

Despite Morocco's lack of any professional development 
history, when ШЫ Soft set up the studio it offered training to 
would-be developers joining the firm, alongside banging n 
overseas talent. Although no former team members have yet 
jumped ship to Go it alone it 5 not hard to imagine the studio 
being to Morocco Game industry what Melbourne House 
was to Australia’s. 

The prohibitive pricing of current-generation consoles 
means that Morocco game buying public tend to be using 
either PCs or consoles from the pre-PlayStation era, although 
the last-generation consoles are growing in popularity. "The 
PC market is growing faster and faster and il is the format 
most likely to win the race as it has a huge back catalogue of 
very good titles for a fair price," argues Minous 

Stores selling games in Morocco tend to sell more 
edutainment fies than games and this is reflected by the 
choice on the shelves. 





Ubi Soft took a risk establishing its Casablanca-based 
development studio, but games like F1 Racing Simulation and 
Donald Duck's PK (above) have sold in good numbers globally 
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A GLOBAL EPIDEMIC 
A maior part of the probiem for developers and publishers 
outside of Western Europe, North Amenca and Japan is 
that phenomenal rates of piracy have rendered potentially 
huge markets unprofitable. Despite millions of gamers, 
legitimate sales in countries such as Brazil, Indonesia, 
China and Russia remain disappointing due to piracy 
levels that suggest it could be difficult to locate a 
legitimate copy of a game. 

The reasons for high piracy rates are complex. 
In former communist countries, Soviet-era restrictions 
on trade and non-existent intellectual property laws 
got people used to free or low-cost black market games 
and it's a mentality that is proving hard to shake, А 
similar situation exists in South Africa where the lack of 
new games due to the anti-apartheid trade embargo 
allowed pirates to cash in. The vast gap between 
people's earnings and game prices in countries such 
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as Argentina and Thailand have also caused piracy 
to flourish. 

These high piracy rates have pretty much obliterated 
the value of domestic markets and in tum undermined 
their own country's developers who are in turn forced to 
target their titles at the overseas markets. 

Changing the situation Is a struggle and persuading 
governments to crack down on the pirates is difficult. 
Some developers such as Brazil's Jynx Playware see 
online gaming as a means of side-stepping the problem 
and the relatively low piracy rate in the online gaming 
hotspot of South Korea suggests this approach can work 

But for most developers the battle has just begun and 
until domestic markets of significance can be fostered 
giobally, companies worldwide wil continue to be forced 
to chase after westem markets at the expense of 
fresh or culturally specific ideas. 
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Showing weakness 
Edges тобе played Anyone can win with a programmable pad 
` here's a topic that comes up on Edge's Internet 

forum (http://forum.ecdge-online.cam) with Clockwork 
regularity, The subjects of the topic differ - words like 
'rubbish' and ‘suck’ and ‘awful’ are interchangeable = 
but tsy notan aggressive thread, far from it. This is 

alf-abuse; an Internet hiding place for people 
ОШ, their gaming inadequacy within certain 
genres, The posts show hurnility in the face of weakness, 
and a good deal of shame. 

Nobody's perfect, though. Those who've sean the 
detailed recruitment adverts for Edge's vacant writers 
position will be aware that, in order to get a Job at 
the magazine, a breadth of gaming knowledge is 
necessarily mean you're the best at it, and being 
bad at something doesn't mean you hate it, Obvious, 
but the paint of gaming is to enjoy yourself, and it's 
possible ta do that even when you're = to steal a 
phrase from the forum - The Suck. 

Still, there's always someone = let's call them 
‘Games Animal’, just to represent their lack of decorum, 

civility, and evolution — who wrecks the confessional 
atmosphere within these discussions. “ hate to 
say this," lies Games Animal, “but | really don't suck 
4 at any games.” Maybe they're telling the truth. Or maybe — | 
| бег field of competition is very shallow Indeed, or atro if 
AR LEE aR AM maybe they stack the odds in their favour or maybe, УУ, 
Baldur's Gate 2: Shadows of Amn 1001. just maybe, the old maxim holds: jack of all trades, A ну | 
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Grand Theft Auto: Vice City 

оц have to wander how the PlayStation quenerntion Г 
wil relate. to the soundtrack TA for anyone 2A op oaa 
it's sure tn ba the seuls most eure addiian 











Pro Evolution Soccer 2 
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1 RPGs but live for the finest platformers. That's the way it 








H | they loathe driving games, and that some can't stand 


should be, of course. By apportioning reviews to those 


‘who have expert knowledge of their genres’ highs and 


lows, every game in Testscreen gets the fairest 
appraisal possible. Ses, that's the thing: individually, 
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: | Federation Vs Zeon (PS2) 
Edge has its fetishes, but as a collective, it loves 103م‎ 
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The cut-scenes are nothing special 
but emphasise America's current (and 
understandable) obsession with 
terrorism and evil shadowy forces 


Tom Clancy’s Splinter Cell 


Format: Xbox (version tested), РС Publisher: Ubi Soft Developer: in-house (Ubi Soft Montreal) Pree £45  Aeiease: Out now 





plinter Cal's take on tactical espionage 
S action makes no secret of the inspiration 
drawn from Hideo Kojima's games. Lead 
character Sam Fisher has the same back-to- 
the-wall апа peek-out-around-the comer 
moves as Solid Snake; һа is ordered around 
Dy a guy врвакіпо in his ear; and there is 
even a level set on an ollng at sunset — a 
combination of homage and, given the water 
and sky effects, aesthetic oneupmanship. 

The stealth gameplay is ramped up a 
notch by new moves and gadgets. Fisher 
can gain height Dy bracing his legs against 
opposite walls and then fall on an enemy, 
MOCKING nim unconscious. He can vault 
over Stairway Danisters and rand softy, 
alerting no one. He even has a fibre-optic 
cable with which he can look into rooms 
Defore opening their doors 


ees a mission because the Chinese 
police choose to blow themselves up with 
their Own grenades is particularly galling” 





Sniper scopes are expected (top), but 
the optical wire (above), that can be slid 
under doors, proves to be one of the 
game's most novel and useful bits of kit 
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Most of all there are the optical 
ennancements: pemanenty available 
thermal imaging and nightuision, which give 
the game a unique and remarkable visua 
character. Nightvision has a perfect video 
grain, while tne thermal gogales are exploited 
particularly well in an eerily memorabile set- 
ресе located in a freezer-room complex. 

Splinter Call's main innovation is the 
complex use of lovingly rendered light and 
shadow as crucial gameplay variables: if 
Fisher keeps in the dark, he won't be seen 
and the presence of an enemy round the 
corner can be deduced from the shadow he 
casts. Shooting out liahts (or finding the 
lightswitch in time) becomes an essential skill 
A tense atmosphere is enhanced 
ambient sound effects. 

You begin with a silenced pistol, but soon 
enough there appears Fisher's multipurpose 
rife, which features a sniper m 
on gadgets. Non-letha! 
the sticky shocker 


b y superb 


ode and a 
Vvariery Or addu 
Drowectiles such as 
(renders а guard unconscious through 
electrical voltage), and useful toys such as 
the sticky Camera (fire it onto a wall and pan 
arounda то locate enemies) encourage 
pleasurable experimentation. Frag grenades 
and wall mines can be procured from 
incapacitated guards. 

Splinter Cell boasts a wide variety of 
excellently rendered locations — from the CIA 





What Splinter Cell does brilliantly is provide the player with a succession of well crafted веѓ-ріесез. 
Although there's little actual freedom in the game, the missions are varied enough to keep you hooked 


HQ at Langley, to 
bloody abattoir, and a fight in a Chinese 
restaurant = 
epee ААЛ ав s bivio a guard patrol 
through sewers. Whether 
Dy throwing a Bottle, to sneak up behind him 


a hostage situation in a 


turnerous nerve-wracking 


c 


im قت اص اتد‎ гу а 
Mo LIESU DIL ci gu 


апо Knock nim out, Or то гаке wm out win a 
headshot - it all depends 


Situation, and successiully disposing of ar 


"onc ы: ی ی‎ 
on the concrete 


enemy squad without ever being noticed can 
ba highly satistying. 

However, the structure is disappointing 
Your route through every level is linear and 
predetermined; there is no room for 
Independent exploration, And while the game 
BavVes a cnac крс Ant every so often within a 
mission, the only way to completa some 
sections is through long bouts of trial and 
error, which becomes murderously 


frustrating. And if you are unlucky enough to 
be retrying a part that features a cut-scene, 
you ll have to sit through it every time 

Use of weapons, too, is fawed 
Inexplicably, the targeting reticle for the pistol 
n non-snipng mo ode) is a green blob 


you are 


and rife (i 
which actually obscures your target if 
aiming from any distance. Achieving a 
headshot often seems a matter of luck rather 
than judgement, and shooting out lights or 
security Cameras сап also feel arbitrary, The 
over-the-shoulder aiming perspective works 
well, but when Fisher is Па! against a wall, it 
iS impossible to pan his view smoothly all the 
way round from lett to right. Occasional 
moments when an all-out firefight erupts 

show the control scheme to be inadequate 
to the demands of fast movement and 
targeting of multiple attackers. 


The énemy Al, finally, is extremely poor 
Guards who are shot twice full in the chest 
react simply Dy Crouching hiring On a lew 
more bullets and then standing up again 
Fisher is able to grab enemies from behind, in 
an attempt to use them as human smieids 
but fellow CUBIS open nne мисия nesmanon. 


happy snredamg ther urvortunate comrade 


SiL dun aram niil ce 
maxing the Numan shield move redundant 


And failing a mission because the Chinese 
police choose to blow themsalves up with 


their own grenades is particularly galling. 
So then, an MGS2-killer for the Xbox? 

Edge thinks not. But while Splinter Cell 

may be flawed, it represents an often 

compelling and creative attempt to 

push the genre in new directions 


Edge rating: Seven out of ten 
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The over-the-shoulder gun view (left) works wall, but the targeting reticle is too large and interferes 
with precision aiming. Expect the usual tedious cut-scenes for plot and mission explication (right) 
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Some enemies can be interrogated if you put 
them in а headlock (top), though using them 
as a body shield is next to useless - their 
compatriots will shoot them to get to you 





Take my breath away 

The sniper rifle is given an interesting 
balance mechanic. Rather than leaving 
packets of Mogadon lying around for the 
hero to scoff, the game offers a breath 
meter at the left of the screen. Pull the left 
trigger and Fisher holds his breath for a few 
seconds, dunng which the cross-nairs stop 
floating around and become rock-steacy 
Timing when to hold your breath so that 
you can pull off a successful shot becomes 
an essential survival skill. Rifle amma, 
though, can be very hard tà come by in 
later missions, so you are often left with the 
inadequacies of the pistol 
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Graphical detail is at its richest on the 
elaborate film sets (top) and in the 
game's countless cut-scenes (above) 


Format: PlayStation? Publisher: Rockstar Games — Developer: In-house (Rockstar North) 


t was never going ta live up to 
] expectations, of course. Nothing as hyped 
as this ever could. But Vice City remains one 
of the year's essential games if only because 
its developer has listened to the feedback 
offered by many of the million or so buyers of 
the previous game, and in doing so has 
added much to the GTA experience. 

Most importantly, perhaps, you're no 
longer a nobody. Where б ТАЗ lead was 
two dimensional, your character this time 
around sweats charisma. Not only because 
he speaks (Ray Liotta is mostly perfect as a 
worldly wise scuzzrag) but because he has a 
real place in this world: whereas previously 
you were a relatively inconsequential thug-for- 
hire, now you carry gravitas, and those 
around you react to that. In addition, the 
acquisition of properties, which can generate 
revenue and also act as save points, proves 
a tangible measure of progress and serves to 


“Your character sweats charisma, not only 
because he speaks (Ray Liotta is mostly perfect), 
but because he has a real place in this world” 


cement your position in the gameworld. 

The raft of new weapons that comes into 
play has already enjoyed unprecedented 
attention, but in reality the most unorthodox 
among them, including the screwdriver and 
chainsaw, are largely novelty items, rendering 
their inclusion quite forgettable once you've 
put in a few hours' play. More important in 
offensive terms is a tweaked targeting 
system tor ranged weapons. There's still no 
option to automatically move to a new target 
once an enemy has been downed, but the 
issue has at least been addressed. 

On the tarmac of Vice City's streets you'll 
be immediately drawn to two-wheeled 
propulsion, and motorcycle manoeuvres 





At rare points in the game the action is viewed from a security camera (above left). This 
particular effect seems somewhat amateurish compared to the polish evident elsewhere 
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Grand Theft Auto: Vice City 


Prica: £40 — Release: Out now 
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The flamethrower is one of the more flamboyant weapons, though its range is limited. Out of the 
motorcycle selection, you'll warm to the racy model over the Harleyesque hogs in no time at all 


prove as gratifying as you might imagine. The 
range of cars on offer, meanwhile, ensures 
that you're rarely at a loss for something 
grunty: muscle can be found cruising around 
most corners, each example ripe for jacking. 
Of course, you'll play around with the 
gameword and its many components like a 
child with a new Lego play set before 
embarking on the missions themselves, 
which is where Vice City really kicks into gear, 
offering up a diverse selection of concepts 
within just a short space of time. An RC 
‘copter level later gives way to more 
complex, drawn-out affairs where, for 
example, you're charged with using a 
camera rather than a weapon in order to 
Secure progress. Moreover, negotiating a 
passage across the city's rooftops via 
motorcycle, dropping leafiets from a plane, 
and travelling via waterways present their 
own set of unique and rewarding challenges. 


However, in putting together all of this, 
Rockstar North has left visible a number of 
cracks, rendering the environment of Vice 
City somewhat broken. Apart from crash 
bugs, NPCs walk through each other during 
Cut-scenes, buddy Al can be execrable, early 
chases give you radar guidance while a later 
one does not — and so on. In fact, in terms of 
fallibility, consider the following situation: 
you've become aware of a fracas taking 
place on the pavement ~ a group of ten or so 
NPCs have taken it upon themselves to 
shoot each other. You watch to see how the 
situation will be resolved. А police car turns 
ир. Yes, you think, the police have arrived in 
order to dish out the kind of justice you 
routinely find yourself on the end of having 
gunned down Vice City citizens. And ther, 
suddenly, the police car simply moves away 
and out of the scene. It's then that you realise 
that it had merely stopped at a red light; 
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it was no more aware of the incident going 
on at the-side of the road than the street 
upon which blood was being spattered. 

Of course, in these respects Vice City is a 
victim of its own ambition, and while pioneers 
such as Rockstar North continue to push 
boundaries it feels churlish to criticise failings 
whose idiosyncrasies can be surmounted 
simply by playing and learning. (The process 
will be accompanied by much gnashing of 
teeth, but the genuinely thrilling soundtrack 
serves to temper such moments.) 

If this game was a car it wouldn't be an 
entirely new model, but last year's with an 
ostentatious spoiler on the back and a clutch 
at other bells and whistles that would no 
doubt impress passers by. Like a TVR, 
mechanical faults are evident, but it 
remains a formidable experience. 


 Eghto 


Edge rating; ut of ten 
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The seaplane (top left) handles like a sack 
of potatoes and is strangely reminiscent 
of СТА Dodo. Nevertheless, it serves 
a valuable purpose. The game includes 
an anamorphic option and an astounding 
soundtrack, particularly in DTS mode 





Back to the '80s 


The whole shebang kicks off with an intro 
sequence which presents a bastardised 
Commodore 64 screen, with an imaginary 
user typing ‘LOAD "VICE CITY". Freaks 
and geeks will note, however, that the 
keystroke audio samples do not really 
resemble the clatter of a real Commodore 
unit. And, while we're being supremely 
anal, the Degenatron, a fictional videogame 
console advertised throughout the game, 
hardly represents technology from 1986, 
the year in which Vice City is set. (Try 

it yourself at www.degenatron.com) 


Am 


Targeting, a hassle-heavy undertaking in the previous game, has now been refined, making it easier 
to pop your enemies at speed (left). Above right: have you ever done this sort of thing in a game? 
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Haven: Call of the King 


Format: PS2 (version tested), Xbox, GC — Punksher: Midway Developer: Traveller's Tales Price: £40 Release: November 29 (PS2), Q1 2003 (Xbox, GC) 





The boss battles are mildly entertaining, but the enemies' achilles heel is usually too obvious, and 
then it's just a case of retry, repeat. At least save points are intelligently placed to prevent frustration 


ust as Edge begins reviewing Travellers 

Tales’ latest game a strange object 
comes through tha post. It's an urn which 
bears the Haven logo. Weird marketing 
freebies are commonplace these days but 
this object is particularly apt and speaks 
volumes about the game. Because in tha 
Haven universe there are urns everywhere. 
Urns containing keys, urns containing hearts, 
ums containing dragons and urns that just 
blow up in your face. Beauty may be truth, 
and truth beauty, but Havens charm is only 
skin deep: underneath it's fiddled with cliché: 

True, lava levels, mine carts, cog 
collecting, pulling levers and breaking pots 
have all been key ingredients of more inspired 





Thankfully, the game's cut-scenes are 
short and sweet and, for the most part, 
they add to your enjoyment of the title 


"Haven has a twist. And the twist is that it tries 
to outdo Bishi Bashi Special by cramming a 
number of gameplay styles into one game" 





games, such as The Legend of Zelda: 
Ocarina of Time, but the mechanisms in 
Haven are unsupported by moments of true 
genius and revelation. For the most part, the 
platforming sections consist of collecting X 
number of objects and taking them to 
location B. There's none of the ingenuity and 
imagination you'd find in Snowhead Temple 
in Majora’s Mask or Serena Beach in Super 
Mario Sunshine. 





Haven has more power-ups and pick-ups than other traditional platformers. However, too many elemen 
spoil the game's purity and just clutter up the Haven universe. In this case, more is most certainly less 


Gollectibles are abundant and are 
generally used to trigger similar agencies on 
each level. Five feathers must be gathered to 
call Talon (Haven's mechanical bird buddy), 
Cogs are necessary to operate machinery, 
and generators can be powered up by using 
the shield energy that is spread across the 
дате = locations. Is mainly a mad pursuit 
and areas are so littered with collectibies thal 
it's often difficult ta Know where to start. Acid 
to this the blobs of antidote required to keep 
Haven alive (though Edge dicin't once come 
close to running out of antidote, rather 
rendenng this "key feature redundant) and 
you have a game that manages to be too 
cluttered for its own good, 

It's not that the platforming hasn't enough 
vanety. Indeed, Haven's shield and yo-yo 
weapon serve a number of diverse functions. 
For instance, you can attach the yo-yo's cord 
to metallic strips to glide across chasms to 
new areas and the shield can be charged up 
to defend Haven against lethal laser fire. 
Weapon power-ups can also be collected to 


help take out the troublesome enemies that 
infest areas. Boss battles also make a 
predictable appearance but Тай to make you 
wild with ecstasy 

But Haven has a twist. And the twist is 
that it tries to outdo Bishi Bashi Special by 
cramming a number of diverse gameplay 
styles into one game. Thera’s some hang- 
glider action, speedboat racing, space 
combat and dirt track racing, to name just a 
lew. And while Edge applauds the effort that 
has clearly gone into producing such an 
eclectic mix, it's noticeable that each of these 
games fails to truly engage. Basic would be 
too generous a word to apply to the 
speedboat and driving sections of the game. 

Fortunately, Haven nas some moments of 
brilliance to lift it above the average. The 
Egyptian-style tomb levels are easily among 
the best in the game. Beautifully designed 
and displaying a rich imagination, they make 
you hunger for more. The puzzles are 
ingenious and make the object collecting 


seem far less pertunctory. When hundreds of 
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The dirt track racing is one of the most 
underwhelming parts of Haven, It's too easy 


and compares unfavourably with Amiga games 
beetles flood into chambers you'll struggle to 


escape — it's an awe-inspiring moment. The 
insects reactions to torch light is equally 
impressive, It's just a shame this Kind of 
Inventrveness is spread too thinly around 
Visually, too, the game veers from 
sumpdtuous mcales 10 baise intenors 
Although the іе towns by mers and sea 


shores are vibrant, they lack any sense of 





community Decause soulless PEDDIE wanogoer 





aimiessly around and fall to react to your 
presence. The day/night cycle is worked in 


One of the better gameplay components in 
Haven is the use of fire dragons. These 
friendly beasts reside in fire pots and are 
attracted by your shield's energy. They can 
be anticed to follow you over to certam 
urns that can only be destroyed with their 
fiery temper. It's a simple, effective and 
satisfying mechanism. 


of atmosphe 


$ 
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Linfortunat ey, Haven 15 never more 
than the sum of its parts simply because 
many of those parts are weak. At certain 
points you'll be captivated by the 
experience and al others barely motivated. 
An ambitious project and one mary will 





ind enjoyable for the mast part 





The enemies are robotic and mindless and there's little satisfaction to be had from taking them ош, 
Ec ige ratinc Six out of ten On a more positive note, some puzzles in the game are clever, rewarding patience and persistence 
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Format: PS2 [version tested), Xbox, GO Publsher Activision Developer, Neversoft Prca: £40 — Helease: Ош now Previously in E112 


T here's something rather British about the 
fourth instalment of the Tony Hawk's 
senes. Not only do you get to parform flip 


tricks to the strains of Johnny Rotten's 


ally cor-Dlimey-stone-the-crows take on 
the cockney skate scene (if one exists) 


Structurally, too, the game diverges 


dramatically from previous iterations and 





does away with the level time restrictions 
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reoucing them with a more oenteel “ARG 


Агы ا س پک‎ um 
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decide to chat to designated individuals (they 


have large blue arrows above their neads 
who will then give you a challenge. 


Although many of the challenges will be 





familiar to Hawk's fans — for example Mi, Aet 
: 1 і r 4, LIT ГЕ 

cobecting the 3S.R.A. TE letters, pertorming Ww | 1 

specal combos and hitting pro scores within CM No ê ara h 

a set ште шти = there are also plenty of more | | | 

naginative avenues to explore. Performing 

owes over fve vagrants, feeding the seals o 


un Points are awarded to your skater when he or 
she completes challenges and these can then be 
converted into skill points. Collecting cash earns 


you extra features such as skaters and clothes 


san Francisco bay and knocking the helmets 


off policemen patrolling Trafalgar Square are 


just a few of the game's more creative 


scenarios. Luge-style races (see Luge 
disappointment), the ability to hitch onic 
vehicles and secret areas that can only be 
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However, there's a major sticking por, 


the franchise is beginning to feel tired 





Although the old magic is still evident 
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the combo system works as smoothy as 





expansive than in previous Games and the 
cle ut F r Stee = ی‎ n rm D [ 

mM E DUST E | d KI ! — ШЕП MUS 
games retur — there's a sense that 


Neversoft is merely forcing an old dog to | | 
Dedominewinda. M | Luge disappointment - 
some challenges ask you tó move from 
traditional flip kicks and grinds to a luge- 
style speed test. Uniock London and you 
can гасе a police motorcycle and sidecar 


Visually, Tony Hawk's Pro Skater 4 is 
poor = naxi to snining examples of next-gen 


styliste exuberance found in the likes of 


Fi Р diis an = А т 
ЕЗ. гк ani L3 ar Darie à d | | 
: xis (do such things actually exist?) around 
ones ER Trafalgar Square. Unfortunately, poor 
years Ou sui m E Or the next maton collision detection. the irritating placement 


of barriers and control issues conspire to 
make these segments less than satistying. 
Try it without screaming if you dare. 


an overhaul rather than a make-over глю 
be needed to kean fans sated 

Although there's lots of joy to be had in 
Tony Hawk's Pro Skater 4, Edge had to ask 
Two important questions to ASSESS its true 


value; i5 IE domxg enouan to dispel thè fear 


Мо»еагта 
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Pn 5 ИОП Dur d e ve payed a 
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London is one of the better levels, offering ample game furniture on which to plant long grind combos. 
Ессе гаш ҮС] Seven out of ten Knocking the helmets off local bobbies is also fun. А great game, then, but it's simply more of the same 
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Format: PlayStation? — Publisher. Konami Developer: In-house (KGET) Price: $50 (£32) Release: Out now (US), ТВС (UK) 
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Mice flame effects, but otherwise the move to 
polygons isn't particularly impressive. Still, it's 
better than the atrocious music and cut-scenes 





The Alien Wars 


Edge fired up its SNES and got bandana 
deep in Contra Il! again. The comparison 
shames Shattered Soldier. the weapon 
system is far superior to this instalment's 
overly complex model (and the inclusion of 
smart bombs do much to keep things 
balanced), it has better set-pieces, the 
music is infinitely better and, crucially, it's a 
far more lenient, measured and therefore 
enjoyable singleplayer experience. 


There's little finesse to this game but at least all of the elements that made Contra Ill so great are here. 
The only problem is that the developer decided to unnecessarily mess around with the winning formula 
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5 it fair to judge Shattered Soldier as a 
I. singleplayer experience? Edge is whl 
aware of the excellent twoplayer dynamic 
present in the last decent game in this long- 
running senes, 1992's superb SNES Contra ill 
(see The Alien Wars), and a dynamic this 
latest addition obviously tries hard to emulate. 
But we are equally conscious of the fact that 
even in oneplayer mode Contra Iii didn't fail to 
deliver and the same doesn't apply here. 

To illustrate, the time it has taken you to 
read the above paragraph is a pretty good 
approximation of how long your first life in 
Shattered Soldier is likely to last. By now your 

character has died twice and while you're 
trying to work out who or what got you the 
second time, you'll be lucky to get to the end 
of this sentence still in one piece. Too late - 
two continues now left. The lack of energy 
bars, quick saves, life pick-ups; the severity 
and fetartiesanies of the opposition; and the 
scarcity of checkpoints (level midpoint only), 
though shocking at first, does eventually feel 
rather refreshing. Or at least it would if 
gameplay had been properly balanced. Sadly 
things feel unnecessanly harsh, relying solely 

on pattern memorising (true of most games 
of this type) but allowing remarkably little 
room for player reaction (unlike the better 
examples of the genre) thus rapidly cultivating 
staggering levels of frustration. 

The control system doesn't help. Contra 
iis delightfully economic twin weapon system 
sees a third option added (selection is done 
via the top shoulder buttons) as well as the 
introduction of a secondary charge-up fire 
characteristic. You can discharge the latter in 
one of two ways although Edge still hasn't 
determined which is more cumbersome — 
having to swap button (from square to circle) 
or win s a quick double tap (square) in 

he middle of absolute mayhem. 

Yet as a twoplayer experience the 
balance is radically redressed, the game 
suddenly capable of delivering moments of 
near-perfect Contra Ill nostalgia (although you 
could easily argue other genre examples such 
as Metal Slug X manage this for both the 
socialite and sociopath in equal measure). 
The game isn't any fairer but the ability to 
introduce a tactical element impossible in 
solitary play and the added social dynamic 
drastically elevates this from the below 
average realm it otherwise festers in. So a 
twoplayer appraisal it is. Those without 
a games-playing buddy, be warned. 


Edge rating: Six out of ten 
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Format: PS2 (version tested), Xbox, GC 
fter seeing sumptuous валу 

A screenshots, Edge couldn't help but fea 

quietly cynica 

worry that à 

wouldn t be able to match the obvious visual 


There Wis 5 dh days the ru CK yng 


relatively unknown developer 


Brilliance of these early shots with deep and 
involving play mechanics. But rest assured, 
Vicious Cycle has not only created a beautiful 
title, it has also produced an enthralling one 
that does some lona-awaited videogame 
justice to one of the most important licances 
in the history of anime in the west 

Indeed for fans of Harmony Gold's 
‘Robotech’ seri 


ies, this is probably as 
important, and as accomplished an 
interpretation, 


Wars’ aficionados 


: THEN ds -i : = mum 
as Hogue Leader was to ‘Star 


Using voice actors from 
tne onginal 'Hobotech TVe ер 


providing inteniews with them as uniockaDie 
extras) and interweaving the plot of the 
'ajor incidents from 


Ine 


qa - cx ouium pix 
the developer has remamed 


videogame with n 
E ^ A prn E 
Senes ise 
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revision. And, of course, there's those 
exceptional cel-shaded visuals — quite on a 
par with anything featured in Rogue Leader 
and another essential ingredient їп 
maintaining fidelity to the orginal 
But the two games share more than just 


an atmospheric recreation of celluloid glories 
There аге certain structural similarities as well, 
though Vicious Cycle has avoided many of 
the pitfalls of capriciousness and arbitrary 
level. design that marred Rogue Leader 
Robotech also introduces a more interesting 
structure with the addition of secondary 

| essential to progress. Of 


missions that aren't 


course, the most significant difference is that 
Robotech allows players to transform 
between three alternate modes at will, from 
the humanoid Battioid mode, 


2 to the 


intermediate Guardian mode 


through the 
Fighter 
aeroplane mode. And though the Guardian is 
nitially tricky to co 
acivant 
vanous lese its, escort mission 


niro each mode nas 


p 
ы 


rri 


| E — m xe didis — 
particular set of ages suited to the 


5 or stealth 


uties that the garne offers 





While it's not the most gr g 
title ever, Robotech is a soidh С 
=, E E Р жы ны, N кч - Able iar 
one. Even aside from the wa, 


Vicious Cycle has gwen ile to the licence. 


the underlying game mechanics and their 


implementation are sufficiently sophisticated 
for the title to merit attention = which is just 
as well given the niche appeal of its 


source material in this country. 


Edge rating: 


Риос" ТОК Mecinctive 
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Developer: Vicious Cycle Price: E30 Peleace: November 29 
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Although anime purists despise Carl Macek's 'Robotech' vision, it remains one of the harbingers of the 
medium in the west. Developer Vicious Cycle has brilliantly managed to breathe new life into the licence 





Previqusly in E111, Е115 





Controlling the hybrid Guardian mode is initially 
tricky, but it soon becomes second nature, and 
transforming between modes is seamlessly easy 





Unnecessary extras 


One of the few complaints about Robotech 
is that the splitscreen multiplayer mode 
fees tacked on as a sop to a marketing 
department somewhere. The game doesn't 
especially benefit from the addition of a 
multiplayer mode, and initially most arenas 
and mechs aren't accessible, having to be 
uniocked by playing through the 
singleplayer game. And when they have 
bean unlocked, most multiplayer skirmishes 
still feel somehow unedifying and tedious 
and add little to the overall package. 


Format: Xbox Publisher: Sega Developer: ToeJam & Earl Productions 


Price: $50 (£32) 




















Rhythm action 


Initial attacks are merely a case of pressing 
the funk button near an opponent, but 
more powerful power-ups let the characters 
use a stronger weapon: rhythm. A two- 
button, two-bar pattem is tapped out 
onscreen, and then repeats for eight bars. 
For as long as Laetitia, ToeJam or Earl can 
rnatch it perfectly, they'll earn money and 
funk up all nearby enemies. Those lacking 
rhythm will have to depend on basic Funk 
Fu, which gets stronger as the characters 
defeat more enemies, earn more points and 
go up the Funk Fu belt system. 
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The shots above take place in the first hub world; later levels show off all the traditional gaming stereo- 
types, including desert and urban areas, and play broadly the same but with different motifs. But that 
simplicity often goes unnoticed, as players will be distracted from the repetition by the characterisation 
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Falling off the ledge will, naturally, cause the 
player character to lose some health; islands 
can be reached using spring shoes or wings 


Previously in ET 


ctually, it's ToeJam and Earl and Laetitia, 

A a third member for a third game n a 
long-stalled series. ToeJam & Earl, a game 
that was һага ©. „инн but easy to love 
instils misty flashbacks in many Mega Driv 
owners, The sequel, a straight side-on 
plattormer, disappointed. Where the first 
game was unique, this was part of genre 
vogue, generic, and gave credence to an 
age-old saying: never go back. 
Ten years later they've gone back, again, 
and it's with some relief that Edge finds that 
Mission to Earth takes the first game as its 
inspiration. So, our three heroes must wander 
across themed worlds rescuing 12 
slabs of vinyl, and converting rhythm-less 
humans to the ways of funk. They do this Dy 
using Funk Fu musical attacks, апа by taking 
advantage of the mynad power-ups. Each of 
the characters has diferent attnbutes — briefly, 

TJ is fast, Earl hits hard and Laetita's got 
more rhythm (see Rhythm action) — and 


2 Sacred 


players сап switch between them at will in the 
words’ hubs, or have a Mend play along. 
While tne original's random world 
generation makes it to the next-gen intact, 
the core of the garne is the Story mode, in 
which the levels and challenges are 
predefined. Levels open up as players collect 
keys, as do the gateways to other worlds, 
and the game is as non-linear as Mano 64 in 
that respect. In other comparisons with 
moder classics, it falls down. While there are 
dozens of power-ups, and plenty to collect, 
іле level objectives lack variation, and 
sometimes the funk 'em all and repeat 
pattern gets tiresome. There isn't that much 
to the game. It's not complex. It's superficial. 
But, while мну ok iality could be 


since the. atmosphere in TAEI genuinely 
makes the game. It's coated in Нарру-Нір- 


Hop one-liners, set in a bright, non- 
threatening laugh track universe similar to 
‘Keenan & Kel’, ‘The Fresh Prince of Bal Air’, 
or any number of young black sitcoms. 

This won't sit well with those who don't 
appreciate double-o stoopidity or urban cool, 
but then it's unlikely they'll be attracted to 
T&EIII in the first place. Seriousness is 
seriously lacking here, and while the game 
dynamic is as reductive as you'd expect & 
reinterpretation of an eariy- "90s game to be, 
there s nothing wrong with retro, arcade 
entertainment. Guess what? 
sometimes it's worth going back. 


Edge rating: Seven out of ten 


Format: PS2 (version tested], Xbox, GC Publisher: Bam! Entertainment Develoce: Kuju Entertainment Pron: 640 Raiease: Out now (P52. Xbox), November 29 (GC) Previously in E110, E116 
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pitted man against mythical beast and yet 
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taleg to set the box office alant, Now vou 


гап play one side against the othe 
yenicular action game of two halves 
г ц = 1; 1 ни =, - Lan 
Your Initial role is that of a new recnuit in 


the ‘Kentucky Iregulars , a post-apocalyptic 


army with one aim: to kill dragons. The 














get to апре with a driving style reminiscent of 
Halo s Warthog. It's fun and frantic handing 
complicated by the fact that j ое ! 
snoot and steer using th me target 
system, Once mastered against û j 
based dragons а | 
ding Missa і Гилен enc 
centar вере егес ehh The apocalyptic atmosphere, created by 
T i m lie Ere т scorched colours and the constant dragon 
E ا 8 و‎ i ' ar bombardment, is extremely effective 
nissions won t tax players jet past tT 
inique handling system, so the option to take 
nissions opens up afte | 

While these are clearly base n Li tne 
Dig Success — helicopter games = they make 
for an admirable distraction, With missions 
that include destroying London and 
dramatic rescue of sister dragons on a well 
defended train, they distinguish themselves 
rom the human game with alternative goals 
and playing style. Unfortunately, the dragon 
physics aren't as well developed as the 

ound-based action. Then intera 

with the landscape — you simply fly into " 
нулае та You're fired! 

pntrol, the chase nera on the d One interesting aspect of the game is 
ends to obscure or, fru | piat the opportunity to defend yourself and 
358 at vou're be i others against fiery death as a human 

На Pow Ere As you're always in control of a vehicle, 
Кыс a i > - 2i : and they generally react poorty to being 
ү ' ae : = " doused in napalm, different methods, 

E ERSTER рш) including using a firetruck and shooting 
problem is that the game i water pipes and water towers are in place 
DOnweern Two poses. einer careen at to prevent potentially explosive situations. 
snooundg on the deck | Пен i ‚ These skills are particularly important to 
ier d india air Else e iw ee Irwin master in order to beat the final levels and 
с Банг ти TUIS - they provide an extra dimension to а game 


that otherwise would be a simple matter 
of chasing and shooting 





pe 2 — The array of missions that let you take to the skies as a dragon are a welcome change when they arrive. 
содае rang ox out of ten Destroying humans with fireballs gets tiring, but will surely raise a wry grin while the fun lasts 
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Despite its superdeftormed appearance and 
arcade philosophy, this is а game that's every bit 
as sophisticated as Koei's Dynasty Warrior titles 


Keep it up! 


One of the areas where Mystic Heroes 
differs from the more po-faced Dynasty 
Warriors series is in the breathlessly 
excited encouragement that you recerve 
from your allies. "Yeah," they trill. “You're 
doing great,” they continue. “Keep it up!” 
they urge. Which hardly goes down as one 
of the more sophisticated gameplay 
elements in the history of tha medium, 

But whether you've just pulled off a 
sublimely awesome combo, or are fighting 
for your life in the thick of an enemy throng, 
it adds immansaly to the bombastic 
battlefield aesthetic and lends an 
immeasurable sense of charm. 


Mastering the histrionic selection of rune-based 
spells is the key to overcoming the countless 
waves of enemies and succession of bosses 
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Previously in ETOT, E112 


ont De fooled Dy the cute appearance 
of Mystic Heroes (Battle Hoshin h 

Japan). Even on the easiest difficulty setting 
t's hardly child's play. It might be perceived 
in some quarters as à stripped down version 
of Koes more established battiefield 
brawlers, aimed at youngsters, but in fact 
it offers a challenging, and rewarding 
experience in its own right. And with a main 
Story mode, held together on the back af a 
suitably hokey plot based on a historical 
Chinese novel, and fleshed out with a Survival 
mode and fourplayer Cooperative mode, it's 
got just as much longevity as its supposedly 
bigger brothers 

All of the hallmarks of the Dynasty 
Warnors senes are here: the tense battlefield 
vicissitudes that Dong a swift lurch from 
imminent defeat to certain victory (or vice 
Versa); the need to manage the overall fiow of 
battie by providing your allies with assistance 
whenever they need it most; and above ай, 
the satisfyingly silly number of adversanes 
There are fundamental differences however 
For a Stari, the game is broken up more 
Hndi into manageable pieces - though 
these are still fairy long by normal standards 
But the main difference is thanks to an 
increased emphasis on magical attacks. 

Each of the game's four playable 
characters has two rune siots, providing four 
differant spells that can be upgraded over 
the course of the game, and it's the timaly 
use of these spell types that ultimately 
dictates victory or defeat. Consequently, 
nélée combat is frequently just an interlude 
for powering up your rune attacks to rend 
destruction upon increasingly ridiculous 
numbers of opponents. And to go with this 
hyperactive combo system, there's also the 
addition of platforming elements to increase 
the tonal difference compared to Dynasty 
Warmors, such as a whole bestiary of bosses 
and mini-bosses as wel as soma outright 
leaping about 

Mystic Heroes isn't without flaws 
some of the bosses are fairly отта 
and some of the level design is just pla 
unfair. n general, the ineffable sense of 
dua the erint dw addictive Gameplay 
and the sheer cartoon histrionics on offer 
offset any minor niggles in what is ultimately 
a deeply enjoyable addition to Koes 
continued attempt to bring the scrolling 
beat 'em up, Kicking and punching, into 

ee dimensions. 





Edge rating: Seven out of ten 


Format; PlayStation2 Publisher THO 


| oes penchant tor recreating the drama 
| of the Three Kinadoms pernod of 


Chinese historical legend is largely known in 
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the west due to the company's Omast 


Hanos senes. 50 the languorous, tum 


based, pacing at the heart of Dynasty Tactics 


'- 
ba 


development philosophy. But Koei 
established its reputation with some of the 
earliest strategy titles: its development teams 
are experts. and it shows. The game does 


everything that should be expected of a turn- 


twists that elevate it above the competition 
All the core elements of a self-respecting 
strategy Game are included. A wide range of 
units, beanng a paper-scissors-stone 
structure of relative strengths, form the heart 
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a large-scale strategic system in w 
generals can be recruited, envoys sent out tc 
negotiate alliances and, of course, territory 
forcefully expanded. Casting players into the 
гое of one of three histoncal generals, this 


part of the game is chopped up into a series 


of dynamically branching chapters based on 


increasingly thorny tactical questions 


But the really sublime feature of Dynasty 


lactics is a combo system that adds 
immeasurably to the intellectual challenge. 
Every unit has a number of one-off special 
attacks, called ‘Tactics’ - for example De 


a ڪج‎ а m. uc pnr mcam or rr 
Wwnicn rures an ooposing UNIT one Square 


> F чь а 


onward, or Gnarnge, v п pushes ther 
back by three squares. By setting up 
лаю Where more tna [ 1 13 аре | 
use a Tactic on an opposing unit, you ca 
chain Combos together that increase the 
effect of each individual Tactic. Although if 
a simple feature, it increases the ga 
sophistication exponentially 

There are shortcomings = mainly cul 


scenes that can't be skipped and a lack 
тее play mode — but these are minor niggies 
and hardly enough to offset the satisfaction 
Ld aTa Б 


to be denved from what is otherwise a 


magisterial display of excellence. 


Edge rating: 


Eight out of ten 


Animations can't be skipped, which does get 
tiring after a while, but this was never going to 
be à game that impatient gamers would enjoy 





Chain of command 


Each army can appoint a particular general 
as a Strategist. Quite apart from getting to 
choose a formation at the start of battle 
these special officers also have the ability 
to use “Link combos’, which adds another 
element af tactical depth. Essentially it 
allows them to paralyse an opposing unit's 
movement, unleashing a Tactic whenever 
an allied unit does — resulting in an instant 
combo. This also introduces the possibility 
of satting up increasingly elaborate 
combos, and adds a degree of brain-ache 
to the satisfyingly intricate jostling for 
advantageous position. 
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Koel's sublime Tactic combo system requires players to think three or four moves ahead, as well as taking 
into account the morale and strength of opposing units, which introduces a satisfying layer of complexity 
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utant Storm 





Previously in E114 


t seems ironic that the most interesting 
PC game of the last few months sHould 
be found in the back-to-basics, arcade-core 

antics of Mutant Stonm, the latest title from 
quasi-amateur developers PomPom, 
previously famous for Space Tipper. 

What is quite fitting, however, is that the 
success of this game, and PomPom itself, 
hangs on what has ensured the continued 
creative growth in PC gaming, the 
widespread avallability of the Internet. Mutant 
Storm is available to buy online, download 
and play, an action that takes minutes for 
those of us on broadband. It's not available in 
the shops and, frankly, it could be argued that 
PomPom doesn't need a publisher. 

Mutant Storm Is a top-down 2D shooter 
reminiscent of both Hobotron 2084 and 
Defender, but such comparisons are vulgar 
when Mutant Stonm’s own frantic kiil ‘егт all 
dynarnic is witnessed by players and passing 
spectators alike. The game uses a 3D engine 
to create its 2D environment: an arena 
populated with psychedelic bugs and bots, 
forcefieids, qun-towers, alien spirogyra and 
whirling power-ups. You ascend to the next 
arena by killing everything in the visual field, 
and after ten levels you are rewarded with an 
extra life and a checkpoint to retur to later. 
Every few levels a new form of challenge is 
introduced or old enemies reinvented, all 

: à bathed in a cacophony of old-skool sonics. 
in DU. = ‘i ' i 4 e i | : д 
ROOM su | ‘ 22: =н E. Ro | ao т There are a number of control methods 

бэ | ! available to pilot craft and incumbent gun 
cursor, one of which is the unlikely mouse 
and keyboard combo. Purists will grumble 
that only a gamepad will do, but they re 
wrong. Mutant Storm is eminently enjoyable 
with mouse and keyboard, a method that 
offsets the initial difficulty with enormous 
response and precision in play, and it's a 
game that demands precision, Perfectly 
judged and exponentially frenetic over the 90 
levels, this is a game that requires complete 





Geometric jellyfish and pulsing insects are a 
staple diet for your guns in Mutant Storm. This 
is a game that knows its arcade history too well 
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concentration, any mistake you make will be 
critical and every failure your cwn. It's never 
unfair and it's never unreasonable, It's 





ای سے 
beautiful and traditional without being overly‏ 
flashy or purposefully retro.‏ 

А raw shooting frenzy, framed by the 
technologies of the PC canon and uncooked 
by its incessant stuffiness, Mutant Storm is a 
roots-level masterpiece that everyone will feel 
compelled to play: it’s time to have your name 


Mad professor 


Unlike almost any game you care to 
mantion, Mutant Storm exhibits intelligent 
extrapolation of its challenges. Vexatious 
new enemies are carefully introduced and 
then reinvented for your surprise and 


amusement. The constant weight of ر‎ g ا‎ | iy? | : i | 

s l 3 ‘ Lom? \ # | | writ large on a neon hi-score table once 
invention means that it's пої possible for Боот 1— = ) Ler адап. And it! lo 

Mutant Storm to get dull. It constrains play ' - " Ма РАЦИН MA А rrr d = again. And its been too long. 

and yet allows advancement in a perfect The laser spiders provide a particularly traumatic moment of action in the frenetic arenas. ———————— 
balance. Wondrous stuff, Take too long to clear any one room and you'll be facing a swarm of super-hard punishment baddies Edge rating. Eight out of ten 
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P. 
the Ring shows every sign of having been 
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rushed. It boasts quite a catalogue of 
errors, including = but not restricted tū- 
strobing scenery, jerky animations, jarnngly 
intrusive (and dramatically limp) cut-scenes, 
and poor collision detection, But more than 
simply being rushed, it also Shows every 
sign of having been ill-conceived at the 
very outset. Indeed it's not particularly clear 
from playing the game that the developer 
ever really knew how It was going to 
shoehorn Тоікеп s epic vision into a 


manageable videogame 


And this in spite of the fact that Vivend 
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Bombadii is quite spectacularly Badly dont 
isee Ring a dong Оо!) 

No, the really objectionable thing rs the 
way in which the licence has been used tr 
sell an ами game. Initial Sections play out 
ike an RPG (insofar as aimless wandering 
and pointless conversations are characteristic 
of an RPG), but quickly the game transforms 
nto a substandard thirdperson action title in 
which rudimentary and dull combat is fleshed 
out by зоте pointless switch puzzles and 
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based on ‘The Lord of the Rings’, 
he Fellowship of the Ring still wouldn't 


be worth taking a risk on unless you 


really are a Tolkien complatist. 


Edge rating: Two out of ten 


Format: PS2 [version tested), GC, Xbox, PC Dior 


er Vivendi Oevecce: Black Label Games “nce: E40 


Despite having licence to create a game based 
on Tolkien's authentic vision, the developer has 
managed to sap any ounce of enjoyment to be 
derived from the original literary works, and 
demonstrated a stunning lack of imagination 





Qut now 


Р = © & E 
| ү! 
„ъ= els Hm a Ü п gs жал 
ай 4 ; r 
7 ` ү Й ` =. П Е. R 
Cl ш | 
\ — 3 i 
i і i 
| ъ L Е 8 a P 
T 
j 
ا‎ 








Visually the game is disappointing, but it's the 
awful play mechanics that really dishearten 


Ring a dong dillo! 
One of the complaints levelled by Tolkien 
purists at Peter Jackson's cinematic 
interpretation of “The Fellowship of the 
Ring’ 5 the non-appearance of Tom 
Bombadil, an enigmatic, but hardly 
inconsequential character featured in 
the film's literary source. Well rest 
assured, Black Label Games has seen fit 
to include him here, which should 
appease the pedants. Or it might do, 
were it not for the fact that he's now 
transformed into а pseucdo-Scottish 
manstrosity, spouting badly pronounced 
poetry with scant consideration for 
subtleties such as metre or rhyme 
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James Bond 00/ in... NightFire 


Format: PC (version tested), Xbox, PS2, GC Publisher: Electronic Arts Developer Gearbox Software Price £35 Alesse: Out now Previously in E117 





ightFire boasts the less-than unique distinction of 
N being one of the most predictably generic games 
of the year. Taking the formulae of Bond, the chases, 
the gunfights and the ladies, Gearbox has delivered a 
shooter that seems to deliberately run down a tick-box 
list of all the standard inclusions for an action shooter, 
Its a clunky, turgid experience. 

It perhaps doesn't help that so many games have 
copied the ideas from the Bond intellectual properties, 
nor that GoldenEye so capably embarrasses this next- 
gen game from beyond the budget bin grave. NightFire 
unveils level design clichés around every corner: the 
man facing away from you, prone for ‘stealth actions’; 
the groups of armed men standing by a row of red 
explosive barrels; ‘multiple’ level routes that fail to really 
add any genuine non-linearity. and on and on... 

The PC version suffers even more than its cousins, 
managing to lose the chase and submarine scenes 






There's plenty of variation between 

levels, but the levels themselves are 
populated by identical quards and a world 
of contrived and uninspired set-pleces 


entirely, elements that actually added cinematic flare to 
the console versions of NightFire. They're shallow and 
unfulfilling, but they do at least doff a developmental 
fedora to the idea that this is à Bond game, a 

fim" licence. However, this one's a Lazenby. 





Edae rating: Four out of ter 
Format Xbox Publisher: Sega Developer: Wow Entertainment Frica: $40 (225) Alesse: Out now (US), February 2003 (UK) Previously In E111, ETIT 


Ow on to its third mortgage, Wows zombie family 
N stil manages to stave off decay, despite the last- 
minute reiection of a cel-shaded décor for the 
eponymous homestead. Most will already know the 
blueprint of The House already, being an on-rails 
lightgun shooter that places emphasis on accuracy and 
pace ef reloadina to see you gore your way through 
discrete waves of laboratony-bred fiends, replete with 
atrocious voice acting and discordant BGM. 

The only notable changes are the auto-reload 
feature and Time Attack mode, instead of a pistol, AMS 
agents now carry a shotgun, which takes a vital second 
to change clips, making timing even more crucial, The 
latter is a Time Crisis spin on the main mode, where | 
kills acid seconds, and receiving damage takes them ; ow o . RIA n fr APY | RESS STAN eel he 
away, which makes for more hurried, pressurised play. 

Otherwise, it's just more details: enemies are now 
available in a huge range of varieties, bosses slant more There are no longer multiple routes 
available through each level. Instead, 
players can attempt the stages in whatever 
order they choose. There are now hordes of 
enemies to tackle, meaning that you've got 


to quickly identify the biggest threats and 
time your reload moments judiciously 


towards Biohazard fare than the usual gothic efforts, 
the opening Chapter Zero swiftly becomes a chore and 
the inclusion of THotD2 in its entirety is an excellent 
unlockable bonus, It's a satisfying peripheral-led 
experience, if a litte unsurprising and uninspired. 


Edge rating: Six out of ten 
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Format, PlayStation2 Publisher: Infogrames Developer Bandai Pree: £40 Aalease: Out now 


Dra Re nv 


т Гү ore i WwW the Oel : j й : : z — " 
Е. anyone more familiar with the big robot oeuvre и TAL CONN : ПЛИС ҮТ: 


through the likes of Armored Core, firs 
impressions of Federation Vs Zeon aren't that 


a Жа Наны r WR SAM ALUT МАМА TN 
impressive Initial tne games o tensibly conventional TY: TOA 
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offering of thirdperson action feels somewhat stripped bs TM tenen ы h RR М ЖОМ 1 
down comoared to more elaborate examples of the i ANS | 
genre. However, this level of simplicity (and accessibility) 
is actually one of the game's chief strengths. 
An auto-aim system, for example, obviates 

any need for sharpshooting skills, but facilitates 
easy ness between targets. Consequently, the 
es focus is on multi-tasking mayhem In which О! 

dentifying and rapidly responding to multiple threats ; | | 443 / 
is the player's main goal. The result is a superbly mom | ANA BN mq 


m ne i 00 Fy 
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enjoyable game 


Campaign mode is fairy flexible, offering action 





fairl 
rom both Federation and Zeon perspectives and the AMAL ASE 


lity to choose missions of varyina difficulty. It als: | кк i | 
ability to choose missions of varying difficulty. It also If there is a criticism, it's that the pacing of 


the Campaign mode is perhaps a little too 
easy, but an Arcade mode offers a more 
steeply ascending learning curve, and a 
multiplayer option allows players to take on 
some human competition. But apart from 
that, Federation Vs Zeon is a very addictive 
addition to the big robot genre, and 
publisher Infogrames is to be commended 
for giving it a welcome European release 


offers significant vanety in terms of objectives and 
environments, with both sides getting their share of 
escort duties as well as йиз э ОГ mindiess 
destruction, from outer space to under the sea. 


Which all adds up to an impressive title 





Edge rating: Eight out of ten 


m Р a x 
n Е 7 \ = = = | j 
? | gt. Е k 1 Za Р ыш | 
i р j | i A d ЧЧ ль Р f Tæ { be 
n F vs 1 = al n. Е m. _ й h | | 
iw at а wt f LI Ф (T ad | | 
" ы : "ашк їз J | | 1 че LU | Аһ أ‎ ыл [| ү E 
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V NN | ATL FAN simulation ethos of the Mech Магог senes with 
j! \ Г lal үй 1! (EETI 
тү" 





the ‘console’ philosophy that Microsoft seems to 
believe should underpin the Xbox. The vestiges of 
simulation are manifest in a homble lack of control and 
prolonged reload times, while the misguided attempt to 
infuse the game with some sort of console sensibility 
has resulted in overwhelmingly linear missions and 
entirely prescriptive mission objectives. A more 
fundamental failure is that the game fails to convey any 
colossal sense of scale, and encounters with other 
mechs are anticlimactic and dull — though they do 
provide welcome relief fram aiming at soldiers and 


ut мы ы уз TEE i un ix Fins TLEL ha ы a ыл 
ЧУ, W NA | i с tanks on the floor. 
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It all feels, for want of a bette: word, mechanical 


The game might come into its own when Xbox Live is 





launched, but it's unlikely since multiplayer modes still 
MechAssault follows the likes of Azurik and 
Nightcaster as an example of the way in 
which Microsoft is misguidedly attempting, 
and failing, to produce resolutely 'console' 
titles. Developers should feel free to 
develop to their strengths, even if those are 
more usually associated with a 'PC' outlook 


suffer from the tedious attritional skirmishes that fatally 
undermine the singleplayer game. And though it vis 
seem a bit churlish to point it out at this stage, this 
hardly the next step in gaming that was pledged when 
Microsaft was busy underpromising so that it 

could overdeliver before the launch of Xbox. 








Star Wars The Clone Wars 


Format: GC (version tested), P52 Publisher: LucasArts — Developer; Pandemic Price: 850 (£32) Release: Out now (US), December 6 (UK) Previausty in E112 


hose familiar with Hogue Leader will know what to 
j from Clone Wars — at least as fer al is rigid 
objective-based structure is concemed. A ground- 
based vehicular combat game it may be, but the tried- 
and-tested mission requirements, such as escorting 


rmission-cnibcal crar in conunction with destroying 
ior targets on journeys from point A to pont B 


remain as formulaic as you'd hoped they wouldn't be 
It's unfortunate because Initial Impressions are 
promising. The opening missions on Geonosis for 
example. are particularly entertaining. The environments 
are sizeable and solid, and are home to enough enerrry 
units. capital ships and foot-scidiers to bring а 
respectable impression that you re taking part in 
‘Episode Ils climactic бае. However, the standards 


X1) | ү! ге > ы d d up 15 / set by the i apii first mission are not continued 






— " a - aai , The smooth, yet ultimately tiresome procedure of 
While the targeting reticle goes some way | 
to alleviating the onscreen confusion, your 
over-reliance on its subtle lock-on function 
has the detrimental effect of making it - 
rather than enjoyment - the game's 
primary focus 80 per cent of the time 


Gre stramg and auto-Iocking onto the bungang cdronas, 
soon degenerates into a relentless test of patience. So 
despite its lofty aspirations of being a worthy successor 
to Factor 5's enjoyable launch game, it's neither 
majestic nor Валу focused enough to deliver 


anywhere near the same kind of experience 


Edge rating: Four out of ten 


Pro Evolution Soccer 2 


Fornat: PlayStation? Publisher Konami Developer: in-house Price £40 Fes: Out now 


S the title suggests, it's an evolution, not a 

A. revolution. The foundations of the Konami foothall 
ethic are unchanged. But while EA i& condemned for its 
annual upcdares of гпаюг sporting Tranchises, most 
gamers would welcome anotner Pro Evo every three 
months. Every time a new version arrives it's subtly yet 
fundamentally, better, Pro Evo 2 is no exception 

The key change is the improved animation. This 
isn't just a case ої aesthetics — players now have much 
more physical realism = they shoulder barge and tussie 
for the ball, tripping each other, staggering, recovering 
and getting back in control. Similarly an ovenweighted 
pass won't just stick to the recipients leg, N rebound 
off with unpredictabie consequences. Timing, planning 
raw skill, they're all more important now, It's such а 
stunningly neh simutabon of the gama, it would not be | ad om ЕУ | ES А, Larco Dr 
inconceivable for managers to use It ав a coaching tool лт; 

Meanwhile, the singleplayer game has been 
ipdated, with tweaks to the league system and an 


The detailed, fluid animation makes for 
more combative football as players now 
tussle for the ball with real conviction. 

The free kick system (above) has been 
improved, making it easier to score. And 
an excellent new training mode (left) allows 
you to hone your skills even further 


in-ciepth training mode, but there's still no licence so 
players and teams lack their correctly spelt names 
If that sort of thing matters to you then, truly, you 
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Brataccas for the Atari ST 

in 1985, the beginning of 
an era for the Liverpudlian firm was а 
footnote to the story of infamous Bbit 
publisher Imagine. Brataccas, you see, 
was the game that was formed from the 
husk of code left over from imagines 
that never saw the ight of day. 


There were to be two Mega Games; 


Bandersnaich for the Spectrum and 
Psyclapse for the COA. Both were the 
brainchild of David Lawson, a coder 
turned director at Imagine. Declanng, 
with customary ambition and 
enthusiasm, that his programmers had 
reached the limit of the Spectrum's and 
C64's abilities, he proposed a novel 
hardware add-ons, sold with and 
facilitating games with unprecedented 
visual flair and state-of-the-art design. 


Original tomat: Spectrum 
Publisher: Imagine 

Developer: in-house 

Mrs qui d s 
Creel ness dale, гуа 


s ben 1 t 


It was to revolutionise early-'80s gaming: 
"Every other Spectrum game will become 
obsolete overnight," was the claim. 

But Bandersnatch is remembered for a 


very different legacy than those who 
worked оп ії could ever have expected... 
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The speech bubbles system, such an integral aspect of the original Bandersnatch design brief, plays а 
similarly significant part in Brateecas, However, it was ruined somewhat by some awkward overlapping 


Conceived at the end of 1983, Imagine 
n its Spectrum-based Mega 


Game in early W. fs development team of 


pega П Wr Q 


four was astonishingly large for the бте 
John Gibson (now at Warthog) and lan 
Wetnerbum (басу deceased) coding, wih 
Steve Cain (Tin Tiger and Ally Noble 
(Rage) fuifiling principle art duties 
Bangdersnatch was designed as а fck- 
Soren adventure set in an intergalactic 
nightetub on an аѕіегокі, its bulldings Inkad 
Dy glass tubes. Eschewing combat, its 
gameplay was.to involve interacting with 
various autonomous Al-controlled 
characters via speech bubbles 

"It was supposed to be a game where 
you wandered around a free environment 
and interacted with people, which was 
unheard of at the time,” recalls Steve Cain 
"Balloons would pop up with speech in as 


VOU cid so. and you worked out clues from 


It looked like it was going to cost in the region of £64 or something, 


1984, the year of Knight Lore = was 
working оп maze game Sabre Wî at the 
pont. “| was worming: on the engine, lan 
Weetherbum was working on the speech 
bubbles," explains John Gibson. “That was 
actualy quite a complicated idea for the 
шт. П wasnt just gang to De Set sinngs 
just stored away somewhere. There was 
going to be some 5001 of system that made 
up answers to questions. The idea was to 
make a game that was different every tme 
you played It,’ 

SUCH features could certainty have 
beer achieved on à basic Spectrum, but it 
was the much-vaunted aesthetics of 
Bandersnatch that necessitated the use of 
a hardware add-on, Despite laughable 
claims in the press that this device 
ncreasecd the power of Sinclairs machine 
by ten or 20 times, ЇЇ was actually, 

Gibson told Edga, a fairly simple ROM 
device of either 128k or 256к оп which 
code could be stored. For the artists. this 
was plausibly more room for graphics than 
they had been afforded in imagines 
DEVIOUS releases combined. “On yeah 
The more, the better" laughs Ally Noble. * 
Can nernermber Going tne animation for Ñ. | 
must admit, having had all these wonderful 
ideas about what ft mont be like, though 
the realty of it was that we stil only had 
about 16 frames to do the walk and the 
run of the main character, That wasn't that 
much different than what we'd had before 
= perhaps around eight frames.” 

The problem, however, was that the 
plans of David Lawson and his Mega 
Game team were too ambitious, even with 
extra Memory. "Most of rry work was 
messing around, trying to make t all fit," 
Gibson chucides. “That was the trouble. 


It spon became Gear that he extra 


John Gibson confides. ‘They'd have had to sell it for £64 just to 
break even. Who was going to pay that for a Spectrum game?” 


what they said and the questionis you 
asked them. | can't remember actualy 
what it was about now — | think iL was 
some kind of tale of revenge and murder” 
For perspective, it's worth pointing out 
that Ultimate = one cf the most technicality 
accomplished Spectrum developers in 
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LZOK, Z90&K, OF whatever ЇЇ was, If just 
wasn't going to be enough. We'd spent 
months and months working on it, and it 
became apparel that the form it stood in 
just wasn't going to fit in. All the graphics 
would have had to be redone, Dave 
Lawson always thought big = he'd wanted 


big, bia. big from day one. and there just 
wasn t space.” 

Cain remembers this stuaton keen 

“The problem was that we didn't have 
the graphics fireshed. We had ай the 
backgrounds in, all the maps working. 
rooms for three or four Sprites, and no 
RAM left whatsoever (шк. куле]. We were 
talking about putting extra sprites oq the 
tape as wel. Some of й was gong to be 
ROM, some of it was going to be RAM.” 

Looking back at old Spectrum 
magazines of the time, it seems there was 
an Inverse proportionate relationship 
between Imagines health and its clans for 
Bandersnatch, Director Bruce Everess 

ав quoted as claiming that 
*Banidersnatch will make avery other game 
obsolete overnignt." Its cereal box-sided 
packaging would contain, "Your Spectrum 
related in its August 'B4 Issue, a music 
tape. posters, tokens, toys and, of course, 
the requisite peripheral. The price also 
increased from the level onginaly mooted 
once C20-30, later reports hed it at £40 

n actual fact, the final росе under 
discussion at Imagine was even higher 
"it looked like it was going to cost in the 
region of $64 or something," Gibso 
confides. “They'd have had to sell it for 964 
just to break even, Who was going to pay 
that for a Spectrum game’ 

The death of Imagine is documented 
in greater detall in this issue's Game of 
Chance feature (see p56), but it soon 
became apparent to the team that the 
troubled production of Bandersnatch was 
the least of ther worries. "We were the 
Mega Game team, and we were карі 
separate from everyone else,” says 
Noble. "but | can remember a really bad 

meeting where we were asked to ваме the 
room, and everyone else was being given 
ther marching orders." 

Before long. even the Mega Games 
team would be out of a job. “The company, 
was m the shit. Evenybocy knew that й was 
absolutely tucked, not to put loo fine à 
pont on it says Cain. "Dave Lawson 
firmiy beheved that they had some mone, 
coming in from the States. There was even 
talk of us working with Atan. The mea was 
that Atari would foot the bill for the people 
on the Mega Games team to go live and 
work in Galfornia, Apparently, at the 
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Where yesterday's gaming goes to have a lie down 


Examining gaming history from Edge's perspective, five years ago this month 
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1. 1080* Snowboarding. 
illustrated with, erm, a sort 
of wireframe mesh. Or 
something 2. Yoshi's Story: 
"Another update of a SNES 
classic," And a poor one at 
that 3. Somebody's put their 
foat in it an the set af 
George Romero's Resident 
Evi ad 4. Kolima-san mixes 
his colours 5. Virus 2000: it's 
got giant spiders lurking in 
gulleys apparently 8. Ultima 
Online; enough said 


Nightmares never finish cleanly, and во à 
sudden staccato violent violin accompanies E54's news 
section: “M2 resurtaces in non-gaming guise." The new 
look wasn't a blood stained-hockey mask. but a 


multimedia machine designed to steal tha electronic 


white elepnant crown from the Philips GI- According 


to Matsushita, the machine would have six main uses 
ncluding "interactive onentatior and "real estate 
simulation." Some digital revolution, Trip. 

Revolutions of a more medieval sort were occurring 


n bma Online, “Organised marches, drunkenness and 


DID THEY REALLY SAY THAT? 
"Wo ar currently working On a system where Mario and Luigi can both 
co-exist, and they are both controllable by the player." 
Mryamoto-san telis Edge whet to expect of SMÉ4 2 on the N64DC 


DID EDGE REALLY BAY THAT? 

"The debcous rony ol ma Vest hidan: compary prepanng tme 
packer for BASS Goo Theft Auto beng тигт — and cer 
1,500 copes of fhe game. Lie really does imine агі " 

Vedi it cos f youe taken in by an Acciaim-shyie cheap publicity sirit 


TESTECREENS [AND PLATINGS} 

Duse lU (PC. 80: Enhngder (PS, ВИТО: x-Man Vis Street Fighter 
(Saturn. TOK Mace: Tha Dark Age NEA, GO: San Francese Rush 
(NEA, TIO Bloody Aos (PS. B10; Steep Sine Shoes {Байит 7/10); 
FFA Road to the Мой Cup ЭВ (Net, TICE Uima Online (PC, BT 
Fight Liniirmited 2 (PC, ВМД 


The industry's favourites from yesteryear, This month, Zy Nicholson, 


A ies 





freelance videogame journalist, remembers learning haw to make tea 


ENTOURE SARE 








bare buttocks were probably not on Richard's Garrlot's 
mind when he designed Ота Online," guessed Edge. 
revealing that Lord British had pleaded for tolerance of 


the game's “undocumented features." Garriot was 


5ressured into the move by a group of online rebels 
who, in a protest designed to slow the servers to a nat, 
headed of to his online castle, gained access to the 
thrane room апо, urn, drank some virtual Dear, 
However, the preview of Zelda 64 was the most 
radical part of the issue. "Expect something vary 


special," said Edge. Maybe even revolutionary 
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Like many teen arts of 20 years ago, | was 
do you explain an Atari VCS being shuffled aside for 
a ZXB1? | wanted to make games; my parents 
mistook it for diligence; so everyone was happy, and 
in those days you could type in biorhythm plotters to 
Bug-Byte's Mazogs came along in 1982. 

Find the treasure, talk to prisoners for a trail of 
clues, and escape the maniac mobile Mazogs before 
you die of starvation, It was an original design, not 
another embarrassing attempt to squeeze an arcade 
port into a pint-pot. Imagination pushed the machine 
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to do things never dreamed possible after hundreds 
of dire BASIC programs. A randomly generated maze 
every play? Full-screen turbo scrolling around a map 
many times bigger than the screen? 

you to imagine that *«*»" was, моо, а ѕсагу 
mothership. And if not exactly cerebral, it could still 
induce a panicked *Gerroffl" when those tentacular 
tempests had you cul-de-sacked without a sword. 
code. I've never forgiven it, but | still credit my Î 


ы 


tea-making skills to its cassette loading time. — = 
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FAQ 


Chun Wah Kong 


= y the time you read this Chun Wah Kong 
H (whose design credentials include, among 


a others, Psygnosis' much-overlooked 
Lander on the PC), should have (finally) finished 
SCEE's most ambitious game to date. 


What was the first videogame you played? 

A Namco shooter called King and Balloon. When 
| was in Hong Kong, all the kids used to call it the 
“Bye bye kei" (bye bye machine) because a) we 
didn't know English and b) that's what the king 
says as he flies off in a balloon. 


What was the first computer/games machine 
you owned? 

An Amstrad CPC464 from my uncle, complete 
with tape deck and colour monitor. 


What was the first thing you ever created for a 
computer or console? 

| think | drew the 'A-Team' van on the BBC Acom 
computer at school. 


What was your first job in the industry, and 
what was the first thing you ever designed? 

| started out in ОА at Software Creations back in 
‘93, and the first game | had a hand in designing 
was a Spider-Man licence called Maximum 
Carnage on the SNES for Acclaim. it was a side- 
scrolling beat 'em up akin to Final Fight. 


What's your favourite game ever, and why? 
As a kid | spent a lot of time in amusement 
arcades. | have very fond memories of Kung Fu 
Master and Double Dragon which | bought a full 
size arcade machine for recently. Both games are 
very spontaneous and very satisfying to play. 





What's the first game you look for when you 
walk into an arcade? 

Fightpiayer Daytona USA, you can't really miss 
that. If you can't see it straight away you can 
always hear it. Do-do-do-do-do-do-do-do-dooo, 
Day-ton-naaaaaaaaaaaaaaanaaaa. ., 


What's your favourite book, album and film of 
all time? 

| enjoyed 'Norwegian Wood' by Haruki 
Murakami, and under my girlfriend's influence, 
I've been listening to a lot of Canto-pop recently. 
| like science fiction films, especially those that 
involve time travelling. 


Which Website do you most regularly visit? 
{ visit www2u.bigiobe.ne.ip/-nanko/ for all the 


What game would you most like to have 
worked on? 

| would love to work опа Jackie Chan game and 
recreate Scenes like the car chase through the 
shantytown and the fight in the shopping mall in 
‘Police Story’, 


Of all the game you've been involved in, 
what's your favourite, and why? 

The Getaway, definitely. | don't think we would 
have dared to do some of the things we did on 
The Getaway if it wasn't for Brendan's guidance 
and support. We all learned so much from it and 
no doubt we will be taking that expenence onto 
the next game, 


What stage is your current project at? 
Two weeks and 100 bugs to go. 


“Regardless of the size of the project, one bad egg can really set 
you back and you can’t afford that if you want to make hit after hit” 


What was the last game you played, and what 
did you think of it? 

It was Capcom vs SNK 2 on the Dreamcast. 

It was a shame what happened to SNK because 
they hàd made some great games, but il was 
every beat ‘em up fan's dream come true 

when these two companies got together and 
made this game 


How many hours a week do you actually 
spend playing games? 

These last few months, perhaps only two hours a 
week. All that's going to change, though, after 
I'm dona with The Getaway. 1 have been keeping 
a list of all the games | must go back to once the 
game is done and dusted, 


Which aspect of it do you think will impress 
How ‘grown up" itis. By that I'm referring to both 
its storyline and game mechanics. It has an 
engaging plot that is serious and it doesn't 
patronise the player. We also had the balls to 
experiment with different ways of communicating 
information to the player such as the character's 
health, the navigation system, timer etc. It's 
resulted in an experience that feels more like 
taking part in an action film than a videogame. 


What new development in videogames would 
you most like to see? 

A magical fórmula that would allow us to make 
games in half the time 
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What disappoints you about the industry? 
That not many people are doing what they are 
best at, often they are just filing a position. There 
are many great talents around but it's extremely 
hard to aet them all together for the same 
project. Regardless of the size of the project, one 
bad egg can really set you back and you can't 
afford that if you want to make hit after hit. 


What do you enjoy most about working in the 
videogame industry? 

It may sound really cheesy, but it's when you see 
people enjoying playing your game. Before we 
went to ЕЗ earlier this year, we really didn't know 
how people were going to react to The Getaway, 
but all those late nights and design meetings 
were worth it in the end; 


Whose work do you most admire? 

Yu Suzuki for my misspent youth in the arcades, 
and Tetsuya Mizuguchi for giving us ala and 
Fez. | would love to get the chance to work with 
these two amazing game pioneers. 


What new gaming platform are you most 
looking forward to? 

I'd like to do a couple more games on the 
PlayStation? before the PlayStationa comes out. 


What are your thoughts on mobile phone 
gaming? 

When you iook to Japan and see what they are 
doing with РОМА you'd think there must be 
something big just around the corner, If only 
everyone in the world could use their mobiles to 
hook onto а certain system and play together... 
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INDOXE 


I'm a third year student at Bournemouth 
University where l'm studying towards a degree in 
Interactive Media Production. I'm currently looking 
lor a professional work placement and I've been 
desperately trying to get into games development, 
but have so far met with little success. The 
problem I'm having is that our course is often 
overlooked in favour of 3D animation degrees, bi 
miich of what we ии 
of benefit to the games development process 
(including visual Gesign, programming, sound 
design and producing) — we may lack specialist 
training, but we have a good grounding in a broad 
range of skills and have the potential to become 
highly useful workers. 

We are realistic about such opportunities of 
course — no one expects to walk into a lead design 
role and we are prepared to start at any level and 
learn. However, my search has highlighted a 
disturbing trend (for me at least) within many of 
the larger developers — for an industry that claims 
to be forward thinking and constantly advancing 
nobody seems willing to offer training schemes 
or seems to want to invest in the long-term 
potential of employees. 

Ben Brown 








It is, of course, essential for the long-term health of 
the videogame industry that publishers and 
developers identify and address the need for 
qualified professionals. in the past this has largely 
happened on a plecemeal basis and, as your 
experience appears to confirm, one of the 
problems is that there is no common consensus 
regarding what sort of training or education 
courses are actually appropriate. Thankfully, 
though, it does seem as If things are about to 


change. with the likes of TIGA attempting to survey 


the needs of developers and trying to set up 
common standards. 


Having just read Adam Philip's comments 
in E116's Inbox, ! thought that it was worth 
responding to some of his points. 


Communicate by post: 


Or email: 
edge@futurenet.co.uk 





Generally it seems to me that the videogame 
community is in a totally polarised and defensive 
‘my console is better than yours’ position. This is. 
nothing new of course and has been going on 
since the Speccy and C64 days. | had a BBC and 
magazines were continually attempting to justify 
why my Bbit computer was technically superior to 
the Commodore and Sinclair competitors 
(regardless of the fact that they both enjoyed a 
much larger user basa). Things don't seem to have 

in terms of cost, | accept his point that a brand 
new, top of the range PC from PC World can cost 
io dei SUR ie alao роле ин 
CSOT never une ind СИ 
useless software that will get installed on day one, 
then never used again. And for that £500 I have 
something that | can play games on, do my 
accounts on, write documents and send emails 
with, etc. Oh yes, and | can use the Internet as 
well. Having had a Dreamcast | would argue that 
browsing the Web on a TV screen looks pants. 
And online gaming is only as good as the size of its 
community. The PC community has evolved and 
was not created by a corporate marketing 
department. Online console gaming will only 
succeed in the same evolutionary manner. 

The main reason that | am still a PC gamer and 
not a console gamer is interestingly due to one of 
the reasons that Adrian cites as the reason he's a 
console gamer. Having owned a Sega Satum and 
subsequently a Sega Dreamcast | am now stuck 
with two pieces of hardware that are totally 
obsolete. Yes, | can still play tha games | bought 
for them and | still go back to play MSA and am 
slowly plodding through Shenmue 2, but there is 
nothing new out for either platform and therefore 
my hardware is redundant. | am simply reluctant to 
go out and buy a console that will tum out to be 
Robert Reynolds 


One man's meat, it would seem, is another man's 


Letters, Edge, 30 Monmouth Street, Bath BA1 2BW 


poison. But surely it's about time that we all grew 
up and acknowledged the strengths of avery 
platform, and respected the hardware choices of 
others. Certainly Edge won't be printing any more 
lettars devoted to platform advocacy, 


Edge's comparison between the 
Dreamcast (RIP) and the Xbox missed out one 
crucial thing. The word Microsoft on the box. Many 
hardened gamers are put off by that monicker, be it 
is, People who ‘use’ WinME, or people who found 

Microsoft appears to be betting on a broadband 
revolution, which (at least in this country) isn't going 
to happen. Most of the people who can afford 
broadband, will also be playing these games on 
their PC already by the time Xbox Live appears. | 
connections just to play through a different 
Microsoft unit. 


You're right to point out that Microsoft's reputation 
might have diminished the consoles commercial 
success in some quarters, but in Edge's opinion 
the company's reputation isn't a significant barrier 
to mainstream success. More important is that the 
company gets its marketing and pricing strategy 
right — and it certainly seems to be gaining ground 
in the run up to Christmas. 


I've been playing videogames for years. 
and | can't honestly remember a time when | have 
been so disappointed with the quality of games on 
offer. Bar a few gems, most games that are 
released nowadays suck. They're kind of like 


sound and music, shite dialogue, poor 


"For an industry that claims to be forward thinking 
nobody seems willing to offer training schemes or seems 
to want to invest in the long-term potential of employees" 
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Basically, this industry needs to grow up fast. 
We all know that even generic shooters aren't 
making money, so why not make something 
imaginative and exciting instead? It doesn't cost 
any more money to make, just more imagination. 
It's time that videogame producers started to 
deliver. And fast. 

ri finish Dy giving you my prediction for the next 
round of console-idation (sorry), as it seems to be 
the current ‘hot topic’ — Nintendo to stop making 
hardware, PS3 and Xbox? to slug it out for market 
share, (а Sony win by a country mile, but Microsoft 
to have a more than healthy installed base) with 
Nintendo kingmaker. Just think, Nintendo 
producing games for Sony. Stranger things have 
happened. 

Meanwhile, l'm off to play Quazzatron on a 
Spectrum emulator. 

Mark Doyle 


| am 17 years old and have grown up with 
videogames. | have watched the industry grow 
from strength to strength since | first received a 
Commodore 64 as a Christmas present. As a 
gamer | have always desired fresh and innovative 
experiences and | love to be dazzied by new ideas. 

This desire | believe can be pinpointed in my 
gaming life to the Christmas Day | received Nights 
into Dreams, with the special controller. Ever since | 
experienced the game | have yearned each year for 
the industry to be pushed forward by dynamic and 
daring ideas, and on every occasion my prayers 
have been answered. 

It is always in the Christmas holidays that | have 
had the ‘definitive’ gaming experience of the year. | 
study release schedules and check scores from ай 
sources, establishing in my mind the perfect game. 
Over the years, highlights have included Super 
Mario All Stars, Panzer Dragoon, Tekken, Super 
Mario 64 and Shenmue. From each one | gained a 
quality title to complete and avery year since my 
love for games has blossomed | have witnessed it 
pushed in a new direction. 

Now, though, | come to my present situation. 


Better than Halo? Daniel Fox certainly thinks so, 
but it's not wise to judge a game from early demo 
code that wasn't intended to be seen by the public 


There is under two months unt! Christmas and | 
have not found my game yet. All of my fnends are 
tiring of the crap being churned out over tne last 
year and we are constantly frustrated that the 
quality we are in search of is often hidden behind 
the quantity of an industry damaging itself. 

One friend, who introduced me to Edge four 
years ago has just this year turned his back on the 
industry. He devotes no time to games and his 
creative appetite is no longer catered for by the 
industry. He lost his faith months ago and | ignored 
it initially, but now? Now | can't find ‘my’ game. 
This year has been the worst in memory for 
gaming experiences. | admit | am losing faith. 

The industry is destroying itself by catering for 
idiots and not intellects. | get so angry and even 
worse is the fact that | understand it is my 
generation whom the industry is currently catering 
for, The industry, which once walked hand in nand 
with my young imagination, is now going to the 
bank instead of the drawing board, | can feel 
myself drifting from my favourite pastime. My friend 
turned to music for his fix, but | have no such 
saviour. | love garnes, Dut the stark reality is that if 
the industry cannot recognise that it's running out 
of ideas then | am afraid l'I have to say farewell. 
David Valjalo 


While we sympathise with your predicament, and, 
to a certain extent, agree that the industry is 


currently undermined by a preoccupation with 


produci and profits at the expense ol creative 
паегу, theres no shortage of ist rate Games on 
sale tnis Gnrismmas. й you had enougn money, you 


could be playing any or all of the following: GTA 


Vice City, Splinter Cell, Timesplitters, Colin 
McRae Rally 3, Ratchet & Clank, Eternal Darkness, 
Pro Evolution Soccer 2, Burnout 2, Lard of the 


Rings, The Two Towers. And that's just a sample of 


the range of gaming expenences on offer — surely 
enocogn 1o resurect anyones love of gaming 


"т sure l'm not alone in having played the 
leaked alpha of Doom ill, Upon hearing of its 





existence, like countess others | felt a mixture of 


disbelief followed by tremendous curiosity. Ever 
since the (very few ) awesome screenshots were 
issued, | have been watching and waiting for more 
news. A few more screenshots. Then a candid 
movie of the ЕЗ demo hits the Web. A skewed, 
blurry portal into the next generation viewed from 
behind an anonymous shoulder. How such a low 
grade movie drew so many people to one desk 
where | work is a mystery, And then we get to 
sample the engine for ourselves; at least those who 
can actually get it moving. 

Jawdropping aside, | was left with the 
impression that obviously this is going to have а 
big impact on gaming. Whether hyperrealism is a 
good or bad thing; a topic often raised within the 
pages of Edge. Doom ill will set an absurdiy high 
benchmark. Whetner id can match this in 
gameplay terms remains to be seen Dut | regard 
this, for once, as secondary. What is important is 
that the next generation will have at last arrived. No 
FPS worth its salt herefrom will be able to rely on 
the old painted puppetry principle that we've been 
treated to since GoldenEye. Even looking at the 
latest footage of upcoming titles such as Splinter 
Cell with its excellent atmosphere, and incredible 
lighting effects, the illusion is tainted by the 
prevailing 'woodenness' of the characters. 

Whatever the outcome, the ‘next generation’ 
claims of the überconsoles have proved entirely 
fruitless with not one title displaying signs of the 
revolution we were promised. Halo? Not really. A 
big game, yes, but not a tremendous leap forward. 
Whether id will diver a fauitiess gaming 
experience is of litte consequence | believe. With 
technology such as that on offer, someone will, 
Daniel Fox 


Yes. the leaked demo code does demonstrate the 
technical excellence of the new Doom engine But 
its dificult to draw any irm conclusions irom a 

Jemo Mal was never intended to 
public. And as for Halo, you might have found it 


visually disappointing, but it set new benchmarks in 


"The industry is destroying itself by catering for idiots and 
not intellects. And even worse is the fact that | understand it 
is my generation whom the industry is currently catering for” 
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terms of play mechanics. Edge is currently hoping 
that Doom Ill will too, but we reserve judgement 
until id releases some meaningful code. 


Whenever some random act of 
violence is carried out and no proper reason is 
found, some hack journalist will do his or her best 
to pin the blame on videogames. To take the most 
recent example; the case of the "Washington 
Sniper’. it started small, a comment in the final 
lines of an article on the killings, a letter in "The 
Washington Times’ and so on. All that was needed 
was the perpetrator to be caught, a console or PC 
to be found in his home, and the real attack on the 
videogames would be underway. The industry got 
ready to dive under cover. 

Then suddenly it turned out that the killers were 
black Muslims, one of whom was supposed to ba 
an al-Qaeda sympathiser, the tabloid media had 
found a much better scapegoat. The industry 
breathed a sigh of relief and went back to work. 

The industry was lucky this time, but it has been 
blamed for things like this before, and will be again. 
Yet it doesn't fight back, it doesn't tell the 
uninformed masses that what they read in the 
paper is not all true, that not all games are all 
violent bloodbaths. Why doesn't it rise up and 
defend itself. Where's-the campaign to show 
people games that are not just fun to play, but 
bring people together, Adrian Crespo's letter about 
Samba de Amigo is an excellent example of this 
type of game, as is Animal Crossing. 

We can sit and laugh smugly at all the stupid 
articles and rubbish in the tabloids, but there are 
people out there who believe every word they 
read. If the industry wants to take its rightful place 
with other forms of popular meda it has to shake 
off the negative stigma attached to it, it has to act. 
It can't just sit there and take the allegations 
thrown at it. 

Craig Owens 


You are, of course, completely correct. But 
unfortunately, rational argument is not always 


Craig Owen argues that more games like Animal 
Crossing are needed if the videogame industry is 
to increase the public esteem in which it is held 


sufficient to convince non-believers. Still. the 
industry should be doing more to try to convince 
non-garners of the viability of the medium. 
Industry bodies should be prepared to sponsor 
unbiased research into the effects of videogames, 
and publishers should be more prepared to take a 
risk on the type of content that might draw in a 
wider audience. 


Reading the cover stoy in E117 
confirmed what | had known all along about the 
Xbox. Microsoft's mistake from day one was trying 
to compete head-on with Sony, the company that 
owns the console market, instead of gunning for 
an easier target like Nintendo. | guess it may have 
thought it could shake up the industry, just as Sony 
itself did all those years ago with the original 
PlayStation, but | think it's only thanks to Sony 
expanding the console market into a mainstream 
industry, with millions more consumers, that the 
Xbox hasn't become the new 3DO, instead of the 

Sony's main weapon is its brand perception, 
When people think of Sony, they think of 
PlayStations, Walkmans, TVs, etc. When people 
think of Microsoft they think of Windows and 
Office. Sony makes entertainment products people 
choose to own, Microsoft makes productivity tools 
people must own because they have no choice, 

Now, I'm not writing to condemn Microsoft or 
the Xbox. In fact, | have an Xbox (and a 
PlayStation2) and | think it's great. But Microsoft 
has been trying too hard to be the new Sony. Take 
the early Xbox TV commercials, for example — 
those “womb to tomb' and ‘jungle jive’ things. 
They were trying to burrow into the subconscious 
of consumers just like Sony tried to with those 
dreadful David Lynch efforts. 

But whereas Sony could get away with it 
because people knew what the PlayStation2 was, 
Microsoft couldn't because the Xbox was a 
mystery. That really hurt it when it launched (as did 
the price), And where have all the Microsoft 
commercials been since then? There are always 


PlayStation2 commercials on TV, building 
consumer awareness while Xbox slips further 
into obscurity. 

Just as Sony's natural customers are existing 
PlayStation owners and casual gamers, Microsoft's 
are the people who made it what It is today: PC 
owners. You do see the odd Xbox ad in PC 
magazines but this is the area that Microsoft 
should be pushing, building its customer-base so it 
has a greater chance in round two. | have a PC too 
but great console games such as Halo and 
TimeSpitters2 have made me postpone spending 
£1000 or so on an upgrade. 

FPS games in particular are the staple diet 
of many PC gamers and the Xbox is home to 
some great examples already, with many more 
to come. | really feel that a lot more PC gamers 
would buy an Xbox If Microsoft took the time to 
promote it to them (апа brought out a cable to 
connect it to a monitor). Games such as Blinx 
do nothing for its image. 

People argue that Microsoft can afford to make 
a loss with the Xbox but will consumers be more 
likely to back them with the inevitable Xbox 2? Or 
will they back Sony, the company that's aiready 
dominated two generations of gameplay? It's 
gonna be a bloody fight but | do think Sony will win 
with its millions of loyal customers and a better 
launch line-up next tima. 

Jason Glover 


In terms of software range and quality, Ine Xbox 
can certainly compete on an even footing with both 
PlayStation? and GameCube, and there has been 
an increase in the incidence of Xbox TV 
advertisements recently. 

However, it certainly does seem às though 
Microsoft underestimated the scale of Sony's 
achievement with both PSone and PlayStation2. 

In trying to emulate that achievement, the company 
seems to have been unaware of the holistic and 
sophisticated approach that Sony employed to 
Бића a brand from nothing into one of the 

most significant in Europa. 


If the industry wants to take its rightful place with 
other forms of popular media it has to shake off the 
negative stigma attached to it, it has to act" 
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From the forum 


A selection of choice cuts from Edge-Online's discussion outlet (http://forum.edge-online.com) 


Subject. Vice City - Your favourite gaming 
moments so far 

Foster. xK-FUTURE-Xx 

Got Vica City yesterday and played the game а? 
Gay, something wnien | havent done wit any 
дате in a long time. Anyway, one of the best 
Moments so far Ку те was nding a motorbice 
along me beach with rêê police cars in pursuit, 
After a iR 7. wheele | ended up in the sea. 
Game Over. But not before all three police cars 
joined ma with the fish 


Poster Templar Wizard 

My favourite moment so far: Tha chase’, Having а 
moving gunoattie wre Em a guy on a 

Vespa. | loved listening to "Died in your Arms 
Tonight" while shooting out the boats and chopper 
in the ‘get the drugs from the boat’ mission 


Poster Defender 

The best bit fer me has to be this: mona POG 
600. The cops are after ma. I'm listening to '89 
Luftballoons', | sea a ramp, | go for it... and | soar 
into the air as the police go flying, Just as the 
drums kick In on tha chorus. 


Foster: Rignall's Haircut 

Speeding along flat out on the street bike, at 
пеп, in tne pounng rain past al (пе garsrvy it 
Buildings with Crockett's s Theme’ paying on the 
radio, Very atmospheric 


Subject: You have sustained a lethal injury 
Poster. alks 

Walking around town yesterday looking for 
somewhere to buy a hoover (222) | stumbled 
across something that nearly made ma cry in the 





street = an old arcade | used to visit, shut down, 
hall boarded up with some machines still inside. 
Nesting at the back | Could just make out 
Operation Wolf, lonely, dusty and smashed up. 
Neediess to say, | was foc distressed to continue 
hoover shopping. 


Poster: Treble 

What are you doing crying, you big ninny? 
Rescue them! Phone the estate agent and ask il 
there is an auction on the contents before the 
new tenants occupy the bullding. ff it's got some 
good cabs, you could easy get реоре on here 10 
buy them. Good God, man, tha future of these 
Cabs ıs in your hands! This could be the single 
most important event in your ife. 


Poster alks 

Quick update for anyone who was interested = 
Юокз like there's no hidden treasure. Apparently 
Ihe place was broken into and vandalised quite a 
while ago and the undamaged cabs were вой. 
I'm going back to peer in through the wndows n 
the daytime for a better look (It was dark las! time 
| want) во I'll post another update If | see anything 
ineresuna, 


Sutyect: GoldenEye Fully Complete 

Poster Alan Stock 

Qut of curiosity | was wondering how many 
people have dona everything an cogenEys. fm 
talking: completion of all levels оп OOAgent 
including Aztec and Egyptian), all cheats. | finally 
did, last summer, but it took mae about three years 
ot on and off play to do it. | never would nave 
dona It if | hadn't been so bored... So, who else 
holds the GoldenEye Crown? 


Grand Theft Auto: Vice City has, rather predictably, 
generated rather a lot of interest on the Edge 
forums. But will we still be playing it in five years' 
time? The continuing appeal of GoldenEye just 
goes to show: good games never go out of fashion 


Poster: Breaksmith 

Yes, it took ma about sx months from tne 

launch of the game, | think. | did have to 

downicad a video of some chap doing the 

Рас у chest in order to Neve mne faintest cius 

ч to do it and й 500 took nundreds of attempts. 
: | cl R finely. Yes 


Subiect: Muiti-genre games 

Foster; Chris on the moon 

After reading the article on Haven | was teft 
wondering, are multi-genre games the way for the 
future? Possibly, but not in this way. | feel that 
when racing and shooting sections, for example, 
are put into piattorrming Games, they are usually 
badly controlled pointiess affairs 

hey are pointless. Е the 

дате is good in other places, these mini-games 
often seem 10 stray away too much from the 
games otherwise solid formula ne the worst 
thing is, the levels dont have to be there, but 
[hey are esseriial to progress. What if you ке 
plattormers but really hate racing with а passion? 
Well, you're screwed, 


Poster: SamSim 

| think people restnct themselves too much оу 
sarg with à genre and hên building a сате 
about the tem 'FPS', for example. instead, they 
should start Су saying, "What would be really tun? 
What would a garner enjoy doing?" 

Then they should go from thera, and a game 
Will ba what it will pe. ff its ‘Conquer the World’, 
'Drive Really Fast’, cr simply Lob Bricks throug 
Windows, than so ba it, If its Juggle Stuff er 
'Ride Massive Real Live Dinosaurs" or Walk an 
Water, than forget cordormity, do it. 


“The best bit for me has to be this: I’m listening to 


‘99 Luftballoons' 


| see a ramp, | go for it... 


and | soar into 


the air as the police go flying, just as the drums kick in" 
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